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[* HE Author of this Treatiſe did pro- 
miſe, if it met with Approbation, to 
make an Addition to it by way of 

APPEND1X, which he has done accordingly. 
It is neceſſary to premiſe, that thoſe, who 
intend to read this Treatiſe, are defired to 
peruſe the following Calculations; and they 
need only charge their Memories with thoſe * 
that are marked with a . B. upon which the 
whole Reaſoning of this Treatiſe depends. 


CALCULATIONS, directing, with moral Cer- 
tainty, how to play weil any Hand or Game, 
by ſhewing the Chances of your Partner's ha- 
ving 1, 2, or 3 certain Cards. 


For EXAMPLE, 


[WO U”D know what is the Chance of 
his having one certain Card. | 
B Anſwers 


FI 
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againſt for 

; Anſwer. F im hin 
That he has it not is V. B. 1 
II. I would know what is the Chance of his 
having two certain-Cards ? 


againſt for 


3 Anſwer. 3 
That he has one of them only, is 31 to 26 
That he has not both of them, 17 2 
But that he has one or both is 

about 5 to 4, or N. B. : 32 


III. I would alſo know, what are the 
Chances of his having 3 certain Cards? 
Anſwer. _ * 
That he holds one of them only 
is 325 for him, to 378 againſt- 6 to + 
him, or about 
That he has not 2 of them only, 
is 156 for him, to 547 ig 2 7 
him, or about | 
That he has not all 3 of them, is 
22 for him, to 681 again 
him, or about | 
But that he has 1 or 2 of them, is) 1 
481 for him, to 222 aint 
him, or about 
And that he has 1, 2, orall3of ? 
them, is about N. B. 5 5 


I 31 
3 6 
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An E xplanation and Application of the Calcula- 
tions neceſſary to be under ſtood by thoſe wha 
are to read this Treatiſe. | 


Fir CaLCULAT1ON 


'T'is 2 to t that my Partner has not one 
certain Card, 


To apply this Calculation, let us ſuppoſe 
the right-hand Adverſary leads a Suit, of which 
you have the King, and one ſmall Card only, 
you may obſerve that it is 2 to 1 by putting 


on your King, that the left-hand Adverſary 


cannot win it. 


Again, let us ſuppoſe that you have the 


King, and three ſmall Cards of any Suit, like- 


wiſe the Queen, and three ſmall Cards of any 


Suit, I would know which is the beſt Suit to 


lead from. Anfwer, from the King, becauſe 
it is 2 to 1 that the Ace does not lye behind 
you; but it is 5 to 4 that the Ace or King of 
any Suit, lies behind you, and conſequently, 
by leading from your Queen- Suit, you play to 


a Diſadvantage. 


2d CaLcuLATION. It is 5; to 4 at leaſt 
that your Partner has 1 Card out of any two 
certain Cards; the like Odds is in favour of 
your-right-hand and left hand Adverſaries: 
therefore, ſuppoſe you have 2 Honours in any 
Suit, and knowing it is 5 to 4 that your Partner 
B 2 holds. 


4 ſbort TREATISE on 
holds one of the other 2 Honours, you do by 
Degree of Certainty. 


Again, let us ſuppoſe that you have the 
Queen and 1 ſmall Card in any Suit only, and 
that your right- hand Adverſary leads that Suit, 
if you put on your Queen, it is 5 to 4 that 
your left-hand Adverſary can win it, and there- 
fore you play 5 to 4 to your Diſadvantage. 


24. CALCULATION. It is 5 to 2 that your 
Partner has 1 Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have the Knave and 
1 ſmall Card dealt you, and that your right- 
hand Adverſary leads from that Suit, if you 

ut on the Knave, it is 5 to 2 that your left. 
468” Adverſary has either Ace, King, or 
Queen of the Suit led, and therefore you play 
5 to 2 againſt yourſelf ; beſides, there is a fur- 
ther Conſideration, by making a Diſcovery to 
your right-hand Adverfary, he fineſſes upon 
jour Partner throughout that whole Suit. 


And in order to explain the Neceſſity there 
is, of putting the loweſt of Sequences in all 
the Suits led, let us ſuppoſe that your Adver- 
ſary led a Suit, of which you have King, 


Queen, and Knave, or Queen, Knave, and 


it 


this Knowledge play your Game to a greater 


Ten; by putting on your Knave of the Suit of 
which you have King, Queen, and Knave, 
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it gives your Partner an Opportunity of cal- 
culating the Odds for and againſt him in that 
Suit, and alſo in all inferior Suits of which 
you have Sequences. 


A farther uſe to be made of the foregoing 
Calculation; let us ſuppoſe, that you have the 
Ace, King, and 2 ſmall Trumps, with a Quint- 
Major, or 5 other winning Cards in your 
Hand in any Suit, and that you have played 
Trumps two Rounds, and that each Perſon 
followed Trumps; in this Caſe, there are 8 
Trumps out, and 2 Trumps remaining in your 
Hand, which make 10, and 3 Trumps which 
are divided between the remaining 3 Players, 


of which 3 Trumps the Odds is 5 to 2 in your 


Favour that your Partner has 1; and therefore 


to win 5. Tricks. 


out of 7 Cards in your Hand, you are 0 
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e eee wm ra: 
With the Deal. 
— — is 7 to 6 
— 2 7 5 
| — — — — 7 2 
is about — 3 1 
With the Deal. 
— — is 6 to 5 
Ae — _ 
— — — 2 2 1 
— 2 
is about — 5 2 
With the Deal. 
ee . is 5 to 4 
—_—_— —_— $; > 3 
— 8 1G 
is about — — 2 1 
With the Deal. | 
7 to 6 —— — is 4 to 3 
8 6 — — — 2 I 
9 _. 6.8, dh. en 1 4 
With the Deal 
8 to 7 is above —— 3 to 2 
9 to 7 is about —— — 12 10 8 
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8 to 9, upon the beſt Computation made at 
preſent; is about 3 and a half in the Hundred, 


in favour of 8 with the Deal; againſt the 


Deal, the Odds is ſtill, though Tmall, in favour 
of 8. 0 | 
| CHAP. I. 


Some GENERAL RUL xs to be obſerved by 


BEGINNERS. 


J. | 


HEN you lead, begin with the beſt 
Suit in your Hand ; if you have a Se- 
quence of King, Queen, and Knave, or Queen, 
Knave, and Ten, they are ſure Leads, and 
never fail gaining the Tenace to yourſelf or 
Partner in other Suits ; and begin with the 
higheſt of the Sequence, unleſs you have 5 in 


number: In that Caſe play the loweſt, (except 


in Trumps, when you muſt always play the 
higheſt) in order to get the Ace or King out 


of your Partner's or Adverſary's Hand, by 


which Means you make Room for your Suit. 
If you have 5 of the ſmalleſt Trumps, and 
not one good Card in the other Suits, trump 
out; which will have this good Conſequence 
at leaſt, to make your Partner the laſt Player, 

and by that Means give him the Tenace. 
III. 8 

If you have 2 ſmall Trumps only, with Ace 
and King of two other Suits, and a Deficiency 
of the fourth Suit, make as many Tricks as 
b you 
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you can immediately; and if your Partner 


7 refuſes either of your Suits, do not force him, 
2} becauſe that may weaken his Game too much, 


IV. 


You need ſeldom return your Partner's Lead, 


if you have good Suits of your own to play, 
*Z unleſs it be to endeavour to ſave. or win a 


Game: What is meant by good Suits, is, in 


13 caſe you ſhall have Sequences of King, Queen, 


and Knave, or Queen, Knave, and Ten. 


If you have each g Tricks, and you are aſ- 
ſured of getting 2 Tricks in your own Hand, 
do not fail winning them, in Expectation of 
ſcoring 2 that Deal; becauſe if you loſe the 
odd Trick, it makes 2 Difference, and you 
play 2 to 1 againſt yourſelf. 


An Exception to the foregoing Rule is, 
when you ſee a Probability either of ſaving 
your Lurch or winning the Game, in either of 
uhich Caſes you are to riſk the odd Trick. 


„ 
When you have a Probability of winning 
the Game, always riſk a Trick or two, be- 
cauſe the ſhare of the Stake, which your Ad- 
verſary has by a new Deal, will amount to 


ore than the Point or two which you riſk by 
That Deal. | | 


The foregoing Caſe refers to Chap. VI. Caſe 
„ 2, 37 4, 5, 6. 
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VII. 


If your Adverſary is 6 or 7 Love, and you 
are to lead, your buſineſs in that Caſe is to 
riſk a Trick or two, in hopes of putting your: 
Game upon an Equality; therefore, admit- 
ting you have the Queen or Knave, and one 
other Trump, and no good Cards in other 
Suits, play out your ,Queen or Knave of 
Trumps; by which Means you will ſtrength- 
en your Partner's Game, if he 1s ſtrong in 
Trumps ; if he is weak, you do him no in- 
Jury. 

VIII. 

If you are four of the Game, you muſt play | 
for an odd Trick, becauſe it ſaves 6ne half of 
the Stake which you play for: and, in order 
to win the odd Trick, though you are pretty 
ſtrong in Trumps, be cautious how you trump | 
out. What is meant by Strength in Trumps, 
is, in caſe you ſhould — 1 Honour and 3 
Trumps. 

| IX. : 7 

If you are 9 of the Game, and though very 
ſtrong in Trumps, if you obſerve your Partner 
to have a Chance of trumping any of your} 
Adverſary's Suits; in that Caſe do not trump 
out, but give him an opportunity of trumping} 
thoſe Suits. If your Game is ſcored 1, 2, ©} 
3, you mult play the reverſe; and alſo at 5% 
6, or 7; becauſe, in theſe two laſt recited 
Caſes, you play for more than. 1 Point. j 


"RN." 1 


1 
A/ 
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X. 


If you are laſt player, and find that the third 
Hand cannot put on a good Card to his part- 
ner's Lead, admitting you have no good Game 
of your own to play, return the Lead upon the 
Adverſary ; which gives your Partner the Ten- 
ace in that Suit, and often obliges the Adver 
ſary to change Suits, and conſequently gains 


the Tenace in that new Suit alſo. 


XI. | 
If you have Ace, King, and four ſmall 


Trumps, begin with a ſmall one; becauſe it 


is an equal Wager that your Partner has a 
better Trump than the laſt Player; if fo, you 


have three Rounds of Trumps ; if not, you 


cannot fetch out all the Trumps. 
| | XII. | 
If you have Ace, King, Knave, and!three 
ſmall 'Trumps, begin with the King, and then 
play the Ace, (except one of the Adverſaries 


_ refuſes Trumps) becauſe the Odds is in your 


Favour that the Queen falls. 
W XIII. 


If you have King, Queen, and four ſmall 


Trumps, begin with a ſmall one, becauſe the 


Odds is on your Side that your Partner has an 
Honour, | 
XIV. 


If you have King, Queen, Ten, and three 
ſmall Trumps, begin with the King, becauſe 
you have a fair Chance that the Knave falls 
in the ſecond Round, or you may wait to 


faneſs 


= an <= 5 
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fineſs your Ten upon the Return of Trumps 


from your Partner. 


Refers to Chap. VII. Caſe 1, 2, 3. 
XV 


If you have Queen, Knave, and four ſmall 
Trumps, begin with a ſmall one, becauſe the 
Odds is in your favour that your Partner has 
an Honour, 

| XVI. 


If you have Queen, Knave, Nine, and three 
ſmall Trumps, begin with the Queen, becauſe 
you have a fair Chance that the Ten falls in 
the ſecond Round ; or you may wait to fineſs 
the Nine. a 

Refers to Chap. VII. Caſe 1, 2, 3. 

XVII. 
If you have Knave, Ten, and four ſmall 


Trumps, begin with a ſmall one, for the Rea- 


ſons aſſigned in No. 15. 
_ ; XVIIL 
If you have Enave, Ten, Eight, and three 
ſmall Trumps, begin with the Knave, in order 
to prevent the Nine from making a Trick; 
and the Odds is in your favour that the three 


Honours fall in two Rounds. 


5 XII. 
If you have ſix Trumps of a lower Deno- 


mination, you are to begin with the loweſt, 


unleſs you ſhould have Ten, Nine, and Eight, 
and an Honour turns up againſt you; in that 
Caſe, if you are to play through the Honour, 

begin 


3 
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begin with the "Ten, which obliges the Adver- 


| fary to play his Honour to his Diſadvantage; 


or leave it in your Partner's Option, whether 
he will paſs it or not. 
XX, 

If you have Ace, King, and three ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in No. 15. 

_ - 

If you have Ace, King, and Knave, and 
two ſmall Trumps, begin with the King, 
which, next to a moral Certainty, informs 
your Partner that you have Ace and Knave 
remaining; and, by putting the Lead into your 
Partner's Hand, he plays you a Trump, upon 
which you are to finefs the Knave, and no ill 
Conſequence can attend ſuch Play, except the 
Queen lies behind you fingle. | 

Refers to Chap. VII. Caſe I, 2, 3. 

XXII. | 
If you have King, Queen, and three ſmall 
Trumps, begin with a ſmall one, for the aſ- 
ſigned Reaſons n No. 15. 
XXIII. 
If you have King, Queen, Ten, and two 
{mall Trumps, begin with the King, for the 
Reaſons aſſigned in No. 21. 
XXIV. 
If you have Queen, Knave and three ſmall 


Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in No. 15. 
C XXV. 
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XXV. 

If you have Queen, Knave, Nine, and two 
ſmall Trumps, begin with the Queen, for the 
Reaſons aſſigned in No. 16. 

XX VI. 

If you have Knave, Ten, and three ſmall 
Trumps, begin with a ſmall one, for the Rea- 
| ſons aſſigned in No. 15. 

XXVII. | 

If you have Knave, Ten, Eight, and two 
ſmall Trumps, begin with the Knave, becauſe 
in two Rounds of Trumps it is Odds but that 
the Nine falls; or, upon the return of Trumps 
from your Partner, you may fineſs the Eight. 

XXVIII. 

If you have five 'I'rumps of a lower Deno- 
mination, it is the beſt Play to begin with the 
loweſt, unleſs you have a Sequence of Ten, 
Nine, and Eight; in that Cafe, begin with 
the higheſt of the Sequence. 

XXIX. 

If you have Ace, King, and two ſmall 
Trumps, begin with a ſmall one, for the Rea» 
ſons aſſigned in No. 15. 

XXX. 

If you have Ace, King, Knave, and one 
ſmall Trump, begin with the King, for the 
Reaſons aſſigned in No. 21. 

XXXI. 

If you have King, Queen, and two ſmall 
Trum ps, begin with a ſmall one, for the Rea4 
ſons aſſigned in No. 15. 


XXXII 


TAF 


83 
e 
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XXXIꝭ. 


If you have King, Queen, Ten, and one 
fmall Trump, begin with the King, and wait 
for the return of Trumps from your Partner, 
when you are to ſineſs your Ten, in order to 
win the Knave. 

XXXIII. 


If you have Queen, Knave, Nine, and one 
ſmall Trump, begin with the Queen, in order 
to prevent the Ten from making a Trick. 

XXXIV. | 

If you have Knave, Ten, and two ſmal 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in No. 1g. 

XXXV. 

If you have Knave, Ten, Eight, and one 

ſmall Trump, begin with the Knave, in order 


to prevent the Nine from making a Trick. 


XXXVI. 

If you have Ten, Nine, Eight, and one 
ſmall Trump, begin with the Ten, which 
leaves it in your Partner's Diſcretion, whether 
he will paſs it or not. 

XXXVII. | 

If you have Ten and three ſmall Trumps, 
begin with a ſmall one, 


C 2 CHA P. 
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CHAP. Il. 
Some PARTICULAR RULES fo be obſerved. 


8 

FE you have Ace, King, and four ſmall 

Trumps, with a good Suit, you muſt play 
three Rounds of Trumps, otherwiſe you may 
have your ſtrong Suit prongs 

I 

If you have King, Queen, and four ſmall 
Trumps, with a good Suit, trump out with 
the King, becauſe when you have the Lead 
again, you will have — Rounds of Trumps. 

If you have King, Queen, Ten, and three 
ſmall Trumps, with a good Suit, trump out 
with the King, in expectation of the Knave's 
falling at the ſecond Round; and do not wait 
to fineſs the Ten, for fear your ſtrong Suit 
ſhould be trumped. ks | 

TV. 


If you have Queen, Knave, and three ſmall 
Trumps, with a good Suit, trump out with 
a ſmall one, 

V. 


If you have Queen, Knave, Nine, and two 
ſmall Trumps, with a good Suit, trump out 
with the Queen, in expectation of the Ten's 
falling at the tec5ni1 Round ; and do not wait 
to fineſs the Nine, but trump out a ſecond 
Time, 
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Time, for the Reaſons aſſigned in Cale III. in 
this Chapter. a | 
I. 


If you have Knave, Ten, and three ſmall 
Trumps, with a good Suit, trump out with 2 
ſmall one. 

VII. 

If you have Knave, Ten, Eight, and two 
ſmall Trumps, with a good Suit, trump out 
with the Knave, in Expectation of the Nine's 
falling at the ſecond Round. | 

VIII. 

If you have Ten, Nine, Eight, and one 
fmall Trump, with a good Suit, trump out 
with the Ten. 


H 


ParTICULAR GaMgs, and the Manner in 
which they are to be played, after a Learner 
has made ſome Progreſs in the Game. 


UPPOSE you are elder Hand, and that. 
your Game conſiſts of King, Queen, and 
Knave of one Huit; Ace, King, Qeen, and 
two {mall Cards of another Suit; King and 
Queen of the third Suit, and three ſmall 
Trumps: Query, How is this hand to be 
played? You are to begin with the Ace of 
your beſt Suit, (or a Trump) which informs 
your Partner that you have the command of 
that Suit; but you are not to proceed with the 
King of the ſame Suit, but you muſt play a 
C3 Trump- 
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Trump next; and if you find your Partner 


has no Strength to ſupport you in Trumps, 


and that your Adverſary plays to your weak 
Suit, viz. the King and Qeen only, in that 
Caſe play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve a Proba- 
bility of either your Adverſaries being likely to 
trump that Suit, proceed then and play the 
King of the Suit of which you have King, 
Queen, and Knave. If it ſhould fo happen, 
that your Adverſaries do not play to your 
weakeſt Suit, in that Caſe, though apparently 
your Partner can give you no Aſſiſtance in 
Trumps, purſue your Scheme of trumping out 
as often as the Lead comes into your Hand : 
By which means, ſuppoſing your Partner to 
have but two Trumps, and that your Adver- 
ſaries have four each, by three Rounds of 
Trumps, there remain only two 'Trumps a- 
gainſt you, 5 


Elder Hand. 


Suppoſe you have Ace, King, Queen, and 
one ſmall i rump, with a Sequence from the 
King of five in another Suit, with four other 
Cards of no Value. Begin with the Queen of 
Trumps, and purſue the Lead with the Ace, 
which demonſtrates to your Partner that you 
have the King: And as it would be bad Play 
to purſue Trumps the third Round, till you 
have firſt gained the Command of your great 


Suit, by ſtopping thus, it likewiſe informs 


pour 
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your Partner that you have the Kii n, 
Trump only remaining; becauſe, ii 0 4 
Ace, King, Queen, and two Trum e unge; 
and Trumps went round twice, you cou. re. 
ceive no Damage by playing the King the 
third Round. When you lead your Sequence, 
begin with the loweſt, becauſe if your Partner 
has the Ace, he plays it, which makes Room 
for your Suit. And ſince you have let your 
Partner into the State of your Game, as ſoon 
as he has the lead, if he has a Trump or two 
remaining, he will play Trumps to you, with 
a moral Certainty that your King clears your 


Adverſaries Hands of all their Trumps. 


III. 
Second Player. 


* 


Suppoſe you have Ace, King, and two ſmall 


2 Trumps, with a Quint-Major of another Suit, 
in the third Suit you have three ſmall Cards, | 


and in the fourth Suit one. Your Adverſary 
on your Right-Hand begins with playing the 


Ace of your weak Suit, and then proceeds to 
> play the King: In that Caſe do not trump it, 
but throw way a loting Card, and if he pro- 
= ceeds to play the Queen, throw away another 
loſing Card; and do the like the fourth Time, 
in Hopes your Partner may trump it, who 
you will in that Caſe play a Trump, or will play 
to your ſtrong Suit. If Trumps are played, 
go on with them two Rouncs, and then pro- 
+ ceed to play your ſtrong Suit; by which Means, 
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ine to have three Trumps out of the nine, 


"conſequently there remain only ſix Trumps 


hetween the N your ſtrong Suit 
forces their beſt Trumps, and you have a Pro- 
bability of making the odd Trick in your own 
Hand only; whereas if you had trumped one 
of your Adverſaries beſt Cards, you had fo 
weakened your Hand, as probably not to make 
more than five Tricks without your Partner's 


Help. 
IV. 


Suppoſe you have Ace, Queen, and three 
ſmall Trumps; Ace, Queen, Ten, and Nine 
of another Suit: with two {mall Cards of each 
of the other Suits: Your Partner leads to your 
Ace, Queen, Ten, and Nine; and as this 
Game requires rather to deceive your Adver- 
ſaries, than to inform your Partner, put up 
the Nine, which naturally leads the Adverſary 
to play Trumps, if he wins that Card. As 
ſoonjas Trumps are played to you, return them 
upon your Adverſary, keeping the Command 
in your own Hand. If your Adverſary who 
led Trumps to you, puts up a Trump which 
your Partner cannot win, if he has no good 
Suit of his own to play, he will return your 
Partner's Lead, imagining that Suit lies be- 
tween his Partner and yours: if this Fineſs of 
yours ſhould ſucceed, you will be a great 

Gainer 
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Gainer by it, but ſcarcely poſſible 0 de a 
Loſer. e 
V. 


Suppoſe you have Ace, King, and three 
ſmall Trumps, with a Quart from a King, 
and two ſmall Cards of anothet Suit, and one 
ſmall Card to each of the other Suits; your 
Adverſary leads a Suit of which your Partner 
has a Quart. Major; your Partner puts up the 
Knave, and then proceeds to play the Ace: 
You refuſe to that Suit by playing your looſe 
Card; when your Partner plays the King, 
your right hand Adverſary trumps it, ſuppbſe 
with the Knave or Ten, do not over-Trump 
him, which may probably loſe you two or 
three 'Tricks by weakening of your Hand : But 
if he leads to the Suit of which you have 
none, trump it, and then play the loweſt of 
your Sequence, in order to get the Ace either 
out of your Partner's or Adverfaries Hand; 
which accompliſhed, as ſoon as you get the 
Lead, play two Rounds of Trumps, and then 
proceed to play your ſtrong Suit. Inſtead of 
your Adverſary's playing to your weak out, 
if he ſnould play Trumps, do you go on with 
them two Rounds, and then proceed to get the 
Command of your ſtrong Suit. But you will 
{ſeldom find this laſt Method practiſed, except 
by moderate Players, 


CHAP. 
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CHAP. . 


| Games to be played, with certain Obſervations 


whereby youare aſſured that your Parner has 


no more of the Suit played either by yourſelf” 


or him. 
» Firſt Example. 
TIPPOSE you lead from Queen, Ten, 
Nine, and two ſmall Cards of any Suit; 


the ſecond Hand puts on the Knave, your 


Partner plays the Eight; in this Caſe, you 
having Queen, Ten, and Nine, it is a Demon» 
ſtration, if he plays well, that he can have no 
more of that Suit, Therefore, by that Diſco- 
very, you may play your Game accordingly, 
either by forcing him to trump that Suit, if 
you are ſtrong in Trumps, or by playing ſome 
other Suit. | 
| II. Second Example. 

Suppoſe you have King, Queen, and Ten 
of a Suit, and you lead your King, your Port. 


ner plays the Knave, this demonſtrates he has 


no more of that Suit. 


III. Third Example, which varies from 

the two former. 

Suppoſe you have King, Queen, and many 
more of a Suit, and you begin with the King, 
in ſome Caſes it is good Play in a Partner, 
when he has the Ace and one ſmall Card 
in that Suit only, to win his Partner's King 
with his Ace; for ſuppoſe he is very ſtrong in 
Trumps, by taking his Partner's King with 

| the 
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the Ace, he trumps out, and after he has 
cleared the Board of Trumps, he returns his 
Partner's Lead; and having parted with the 
Ace of that Suit, he has made Room for his 
Partner to make that whole Suit, which poſſi- 
bly could not have been done if he had kept 
the Command in his Hand. | 

And ſuppoſing his Partner has no other good 
Card in his Hand beſides that Suit, he loſes 
nothing by the Ace's taking of his King z but 
if it ſhould ſo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 
which he makes in that Suit by this Method of 
Play : And as your Partner has taken your King 
with the Ace, and trumps out upon it, you 
have Reaſon to judge he has one of that Suit to 
return you; therefore do not throw away any 
of that Suit, even to keep a King or Queen 


guarded. 
CHAP. V. 


Particular Games both to endeavour to deceive 
and diftreſs your Adverſaries, and to demon- 
ſtrate your Game to your Partner. 


I. Firſt Example, | 
C* UPPOSE I play the Ace of a Suit of 
k } which I have Ace, King, and three ſmall - 
ones; the laſt Player does not chuſe to trump 
it, having none of the Suit; if I am not ſtrong 
enough in Trumps, I muſt not play out the 
King, but keep the Command of that Suit in 
my Hand by playing of a ſmall one, which 1 
muſt do in order to weaker: his Game. 5 
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II. Second Example. | 

Tf a Suit is led, of which I have none, and 

a moral Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Ad- 
verſary, I throw away my ſtrong Suit; but to 
elear up Doubts to my Parner, when he has 
the Lead, I throw away my weak Suit, This 
Method of Play will generally ſucceed, unleſs 
you play with very good Players, and even 


with them you will oftener gain than loſe by 
this Method of Play. 


CHAP. VI. 

Particular Games to be played, by which you 

run the Riſk of loſing one Trick only to gain 

three. = 

I. Firſt Example. 

UPPOSE Clubs to be Trumps, a Heart 
is played by your Adverſary; your Partner 
having none of that Suit, throws away a 
Spade; you are then to judge his Hand is 
compoſed of "Trumps and Diamonds; and ſup- 
poſe you win that Trick, and being too weak 
in Trumps, you dare not force him; and 
ſuppoſe you ſhall have King, Knave, and one 
ſmall Diamond; and further, ſuppoſe your 
Partner to have Queen and five Diamonds ; in 
that Caſe, by throwing out your King in your 
firſt Lead, and your Knave in your ſecond, 
your Partner and you may won foe Tricks in 


that Suit; whereas if you had led a ſmall Dia; 
mond, and your Partner's Queen having been 
won with the Ace, the King and Knave re- 
maining 
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maining in your Hand, obſtructs his Suit: 
And though he may have the long Trump, 
yet by playing a ſmall Diamond, and his long 
'Trump having been forced out of his Hand, 
you loſe by this Method of Play three Tricks in 
that Deal. 
II. Second Example. 

Suppoſe, in the like Caſe of the former, you 
ſhould have Queen, Ten, and one ſmall Card 
in your Partner's ſtrong Suit; which is to be 
diſcovered by the former Example; and ſuppoſe 
your Partner to have Knave, and five ſmall 
Cards in his ſtrong Suit; you having the Lead 
are to play your Queen, and when you play 
again you are to play your Ten; and ſuppoſe 
him to have the long Trump, by this Me- 
thod he makes four Tricks in that Suit; but 
ſhould you play a ſmall one in that Suit, his 
Knave being gone, and the Queen remaining 
in your Hand, in the ſecond Round of playing 
that Suit, and the long Trump being forced 
out of his Hand, the Queen remaining in 
your Hand, obſtructs the Suit, by which Me- 


thod of Play you Joſe three Tricks in that 
Deal. 


III. Third Example, 


In the former Examples you have been ſup- 
poſed to have had the Lead, and by that 
Means have had an Opportunity of throwing 
out the beſt Cards in your Hand of your Part- 
ner's ſtrong Suit, in order to make,Room for 
the whole Suit, we will now ſuppoſe your 
Partner is to lead, and in the Courſe of Play, 
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it appears to you that your Partner has one 
great Suit; ſuppoſe Ace, King, and four ſmall 
ones, and that you have Queen, Ten, Nine, 
and a very ſmall one of that Suit; when your 
Partner plays the Ace, you are to play the 
Nine; when he plays the King, you are to 

ay the Ten; by which Means you ſee, in 
the third Round, you make your Queen, and 
having a ſmall one remaining, you do not ob- 
ſtruct your Partner's great Suit; whereas if 

ou had kept your Queen and Ten, and the 
&nave have fallen from the Adverſaries, you 
had loſt two Tricks in that Deal. 


IV. Fourth Example. 
Suppoſe in the Courſe of Play, as in the 


former Caſe, you find your Partner to have 
one great Suit, and that you have King, Ten, 
and a ſmall one of that Suit; your Partner 
leads the Ace, in that Caſe play your Ten, 
and in the ſecond your King: this Method is 
to prevent a poſſibility of obſtructing your 
Partner's great Suit. 


V. Fifth Example. 

Suppoſe your Partner has Ace, King, and 
four ſmall Cards in his great Suit, and that 
you have Ten, and a ſmall Card in 
that Suit; when he plays his Ace, do you play 

your Ten, and when he plays his King, do 
© you play your Queen; by which Method of 
lay you only riſk one Trick to pet four. 

VI. 
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VI. Sixth Example. 


We will now ſuppoſe you to have five Cards 
of your Partner's ſtrong Suit, viz. —_ 
Ten, Nine, Eight, and a ſmall one; and that 
your Partner has Ace, King, and four ſmall 
ones; when your Partner plays the Ace, do 
you play your Eight; when he plays the King, 
do you play your Nine; and in the third 
Round, no Body having any of that Suit, ex- 
cept your Partner and you, proceed then to 
play the Queen, and then the 'Ten ; and ha- 
ving a ſmall one remaining, and your Partner 
two, you thereby gain a Trick, which you 
could not have done but by playing the high 
Cards, and by keeping a ſmall one to play to 
your Partner. | 


CHAP. VII. 


Particular Games to be played when your Ad- 
verſary turns up an Honour on your Right- 
Hand, with Directions how to play when an 
Honour is turned up on your Left-Hand. 


I. Firſt Example. 
UPPOSE the Knave is turned up on your 
Right-Hand, and that you have King, 
Queen, and Ten; in order to win the Knave, 
begin to play with your King; by which Me- 
thod of Play, your Partner may ſuppoſe you 
to have Queen and Ten remaining, eſpecially 
if you have a ſecond Lead, and that you do 

not proceed to play your Queen. 
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II. Second Example. 

The Knave being turned up as before, and 
that you have Ace, Queen, and Ten, by 
playing of your Queen, it anſwers the like 
Purpoſe of the former Rule. 

III. Third Example. 

If the Queen is turned up on your Right- 
Hand, and that you have Ace, King, and 
Knave, by playing your King, it anſwers the 
Hke Purpoſe of the former Rule. 

| IV. Fourth Example. 

Suppoſe an Honour is turned up on your 
Left-Hand, and ſuppoſe you ſhould hold no 
Honour, in that Caſe you are to play Trumps 
through that Honour; but in cafe you ſhould 
hold an Honour (except the Ace), you muſt | 
be cautious how you play 'Trumps, becauſe, 
in caſe your Partner holds no Honour, your 
. Adverfary will play your own Game upon 


you. 
| GI AFP. -:- VAL 
A CasE to demonſtrate the Danger of forcing 


your Partner. 


G UFPOSE A and B Partners, and that 4 

has a Quint-Major in Trumps, with a 
Quint- Major and three ſmall Cards of another 
Suit, and that 4 has the Lead; and let us 
{uppoſe the Adverſaries C and D to have only 
hve Trumps in either Hand: In this Cafe A, 
naving the Lead, wins every Trick. 


II. 
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II. 
Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-Major and three ſmall 
Cards of another Suit, and that C has the 
Lead, who forces A to trump firſt, by which 
Means A wins only five Tricks. 
| III. 
A Cass to demonſirate the Advantage by 
a Saw. | 
Suppoſe A and B Partners, and that A has 
a _ in Clubs, they being Trumps, 
another Quart-Major in Hearts, another Quart. 
Major in Diamonds, and the Ace of Spades: 
And let us ſuppoſe the Adverſaries C and D 
to have the following Cards, viz. C has four 
Trumps, eight Hearts, and one Spade; D 
has five Trumps, and eight Diamonds; C 
being to lead, plays an Heart, D trumps it; 
D plays a Diamond, C trumps it; and thus 
purſuing the Saw, each Partner trumps a 
Quart-Major of 4's, and C being to play at 
the ninth Trick, plays a Spade, which D 
trumps; thus C and D have won the nine firſt 
Tricks, and leave A with his Quart-Major in 
Trumps only. 


The foregoing Caſe ſhews, that whenever 
you gain the Advantage of eſtabliſhing of a 
Saw, it is your intereſt to embrace it. 


[ What follows in this Treatiſe is the addition 
—_ promiſed. 
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. 


Containing variety of CAsxs intermixed with 


CaLCULaTIONs, demonſtrating when it is 
proper, at ſecond Hand, to put up the King, 
Queen, Knave, or Ten, with one ſmall Card 
of any Suit, &c. 


QC UPPOSE you have four ſmall Trumps, 

in the three other Suits you have one 
Trick ſecure in each of them; and ſuppoſe 
your Partner has no Trump, in that Caſe the 
remaining nine Trumps muſt be divided be- 
tween your Adverſaries; ſuppoſe five in one 
Hand, and four in the other, as often as you 
have the Lead, play Trumps: And ſuppoſe 
you ſhould have four Leads, in that Caſe, you 
ſee your Adverſaries make only five Tricks out 
of nine Trumps ; whereas if you had ſuffered 
them to make their Trumps fingle, they might 
poſſibly have made nine Tricks. 

By this Example, you ſee the Neceſſity there 
is of taking out two Trumps for one upon 
moſt Occaſions. 

Yet there is an Exception to the foregoing 
Rule, becauſe if you find in the Courſe of 
Play, that your Adverfaries are very ſtrong in 
any particular Suit, and that your Partner can 
give you no Aſſiſtance in that Suit, in ſuch a 
Caſe you are to examine your own, and. alſo 
your Adverfaries Scores, becauſe by keeping 
one Trump in your Hand to trump ſuch Suit, 

F It 
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it may be either a Means to ſave or win 2 
Game. 
II. 

Suppoſe you have Ace, Queen, and two 
ſmall Cards of any Suit; your right-hand Ad- 
verſary leads that Suit; in that Caſe do not 
put up your Queen, becauſe it is an equal 
Wager that your Partner has a better Card in 
that Suit than the third Hand; if ſo, you have 
the Command of that Suit. 

An Exception to the foregoing Rule is, in 
caſe you want the Lead, then you are to put 
up your Queen. 

p your Qu —_ 

Never chooſe to lead from King, Knave, and 
one ſmall Card in any Suit, becauſe it is 2 to 
1 that your Partner has not the Ace, and alſo 
32 to 25,0r about 5 to 4, that he has Ace or 
Queen ; and therefore, as you have only about 
5 to 4 in your Favour, and as you muſt have 
four Cards in ſome other Suit, ſuppoſe the 'Ten 
to be the higheſt, lead that Suit, becauſe it 1s 
an equal Wager that Your Partner has a better 
Card in that Suit than the laſt Player: And if 
the Ace of the firſt- mentioned Suit lies behind 
you, which is an equal Wager it ſhould ſo 
happen, in caſe your Partner has it not ; in this 
Cate, on your Adverſaries leading this Suit, 
you probably make two Tricks in it by this 
method of Play. 

IV. 

Suppoſe in the Courſe of Play it appears to- 

you, that your Partner and you have four or 


five 
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five Trumps remaining, when your Adverſa- 
ries have none, and that you have no winning 
Card in your Hand, but that you have Reaſon 
to judge that your Partner has a thirteenth 
Card, or ſome other winning Card in his 
Hand; in that Caſe play a ſmall Trump, to 
put the Lead into his Hand, 1n order to throw 
away any loſing Card in your Hand, upon 
ſuch thirteenth or other good Card. 


CHAP. X 


Some DiRECTIONS for putting up at ſecond 
Hand, King, Queen, Knave, or Ten, of any 
Suit, &c. 

I, 
GUFPOSE you have the King, and one 
ſmall Card of any Suit, and that your 
right-hand Adverſary plays that Suit; if he is 

a good Player do not put up the King, unleſs 

ou want the Lead, becauſe a good Player 
ſeldom leads from a Suit of which he has the 

Ace, but keeps it in his Hand (after the 

Trumps are played out) to bring in his ſtrong 

Suit. 

II. 


Suppoſe you have a Queen, and one ſmall 
Card of any Suit, and that your right-hand 
Adverſary leads that Suit ; do not put on your 
Queen, becauſe ſuppoſe the 3 has led 


from the Ace and Knave, in that Caſe, upon 
the Return of that Suit, your Adverſary fineſ- 
ſes the Knave, which is generally good Play, 

eſpecially 
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eſpecially if his Partner has played the King, 
you thereby make your Queen; but by put- 
ting on the Queen, it ſhews your Adverſary 
that you have no Strength in that Suit, and 
conſequently puts him upon fineſfing upon 
your Partner throughout that whole Suit. ; 


III. 

In the former Examples you have been in- 
formed, when it is thought proper to put up 
the King or _ at ſecond Hand; you are 
likewiſe to obſerve, in cafe you ſhould have 
the Knave or Ten of any Suit, with a ſmall 
Card of the ſame Suit, it is generally bad Play 
to put up either of them at ſecond Hand, be- 
cauſe it is five to two that the third Hand has 
either Ace, King, or Queen of the Suit led ; 
it therefore follows, that as the Odds againſt 
you is five to two, and though you ſhould 
fucceed ſometimes by this Method of Play, 
yet in the main you muſt be a Loſer, becauſe 
it demonſtrates to your Adverſaries that you 
are weak in that Suit, and conſequently they 
fineſs upon your Partner throughout that whole 
Suit. 

a IV. 

Suppoſe you have Ace, King, and three 
imall Cards of a Suit, your right-hand Adver- 
fary leads that Suit; upon which you play 
oe Ace, and your Partner plays the Knave. 

n caſe you are ſtrong in Trumps, you are to 
return a {mall one in that ſuit, in order to let 
your Partner trump it: And this Conſequence 
attends. 


r NN 


11 
Bac 


34 Abort TREATISE en 


attends ſuch Play, viz. you keep the Com. 
mand of that Suit in your own Hand, and at 
the ſame time, it gives your Partner an In- 
timation that you are ſtrong in Trumps ; and 
therefore he may play his Game accordingly, 
either in attempting to eſtabliſh a Saw, or 
by trumping out to you, if he has either 
Strength in Trumps, or the Command of the 
other Suits. 
V. 


Suppoſe A and B*s Game is ſcored 6, the 
Adverſaries C and D is ſcared 7, and that 9 
Cards are played out, of which A and B have 
won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in this Caſe A and 
B have won the odd Trick, which puts their 
Game upon an. Equality; and ſuppoſe A to 
have the Lead, and that 4 has two of the 
ſmalleſt Trumps remaining, with two win- 
ning Cards of other Svits ; and ſuppoſe C and 
D have the two beſt Trumps between them 
with two other winning Cards in their Hands. 
Query, How are you to play this Game? It 
1s 11 to 3 that C has not the 2 Trumps; and, 
likewiſe 11 to 3 that D has them not: 'The 
Odds being fo much ins Favour to win 
the whole ſtake, it is his intereſt to play a 
Trump; for ſuppoſe the Stake to be 70 J. de- 


ceeds by this Method of Play ; but ſhould he 
play the cloſe Game, by forcing C or D to 
trump fiſt, he having won the odd Trick 
already, and being ſure of winning two more 

in 


* 


pending, 4 wins the whole Stake, if he ſuc-⸗ 


* 
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in his own Hand; by this Method his Game 
will be ſcored 9 to 7, which is about 3 to 2, 
and, therefore, A's ſhare' of the 70 J. will 
amount only to 42 J. and, by this Method, 4 
only ſecures 7 J. Profit; but in the other Caſe, 
upon Suppoſition that 4 and B have 1 to 3 
of the Stake dependingy as aforeſaid, by play- 
ing his Trump, he is intitled to 55 4. out of 
the 70 l. depending. 

The foregoing Caſe being duly attended to, 


may be applied to the like Purpoſe, in other 
Paits of the Game. 


CHAP. XI. 


Some DIRECT10Ns how to play when an Ace, 


King, or Queen, are turned up on your Right 
Hand, &c. 
I. 


„ the Ace is turned up on your 
Right-Hand, and that you have the Ten 
and Nine of Trumps only, with Ace, King, 
and * of another Suit, and eight Cards 
of no value: Quere, How muſt this Game be 
played ? Begin with the Ace of the Suit of 
which you have the Ace, King, and Queen, 
which is an Information to your Partner that 
you have the Command of that Suit; then 
play your Ten of Trumps, becauſe it is five 
to two that your Partner has King, Queen, or 
Knave of "Trumps; and though it is about 
ſeven to two that your Partner has not two 
Honours, yet, ſhould he chance to have them, 


and 
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and they prove to be the King and Knave, in 
that Caſe, as your Partner will paſs your Ten 
of Trumps, and as it is 13 to-12 againſt the laſt 
Player for holding the Queen of Trumps; 
upon Suppoſition your Partner has it not, in 
that Caſe, when your Partner has the Lead, 
he plays to your ſtrong Suit, and upon your 
having the Lead, you are to play the Nine of 
Trumps, which puts it in your Partner's 


Power to be almoſt certain of winning the 


Queen if he lies behind it. 

The foregoing Caſe ſhews, that turning up 
of an Ace againſt you, may be made leſs be- 
neficial to your Adverſaries, provided you play 
by this Rule. | 

II. 

If the King or Queen are turned up on 
your Right-hand, the like Method of Play 
may be made uſe of; but you are always to 
diſtinguiſh the Difference of your Partner's 
Capacity, becauſe a good Player will make a 
proper Uſe of ſuch Play, but a bad one ſeldom, 
if ever. 

III. 

Suppoſe the Adverſary on your Right-Hand 
leads the King of Trumps, and that you 
ſhould have the Ace and four ſmall Trumps, 
with a good Suit; in this Caſe it is your In- 
tereſt to paſs the King; and though he ſhould 
have King, Queen, and Knave of Trumps, 
with one more, if he is a moderate Player, he 
will play the ſmall one, imagining that his 
Pariner has the Ace; when he plays the ſmall 

one, 
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bne, you are to paſs it, becauſe it is an equal 
Wager that your Partner has a better Trump 
than the laſt Player; if ſo, and that he hap- 
pens to be a tolerable 8 he will judge 
you have a good Reaſon for this Method of 

Play, and conſequently, if he has a third 
Trump remaining, he will play it, if not he 
will play his beſt Suit. 


IV. 


A critical CAs E to win an odd Trick. 


#$ 

Suppoſe A and B Partners againſt C and D, 
and ſuppoſe the Game to be Nine all, and 
ſuppoſe all the Trumps are played out, 4 be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining ; B has only two 
imall Cards of 4's Suit; C has Queen and 
two other ſmall Cards of that Suit; D has 
King, Knave, and one ſmall Card of the fame 
Suit. Aand B have won 3 Tricks, C and D 
Have won 4 Tricks; it therefore follows, that 
A is to win 4 Tricks out of the ſix Cards in 
his Hand, in order to win the Game. C leads 
this Suit, and D puts up the King; A gives 
him that Trick, D returns that Suit, A paſſes 


it, and C puts up his Queen : Thus C and D 


have won fix Tricks, and C, imagining the Ace 
of that Suit to be in his Partner's Hand, e- 
turns it; by which Means 4 wins the four laſt 
Tricks, and conſequently the Game. 
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V. | 

Suppoſe you ſhould have the King and five 
{ſmall Trumps, and that your right-hand Ad- 
verſary plays the Queen; in that Cafe do not 
put on your King, becauſe it is an equal 
Wager that your Partner has the Ace; and 
ſuppoſe your Adverſary ſhould have Queen, 
Knave, Ten, and one ſmall Trump, it is alſo 
an equal Wager that the Ace lies ſingle, either 
in your Adverſary's Hand or Partner's; in 
either of which Caſes it is bad Play to put on 
your King; but if e ee of Trumps is 
led, and that you ſhould happen to have the 
King, with two or three Trumps, it is the 
beſt play to put on the King, becauſe it is 
good Play to lead from the Queen and one 
ſmall Trump only; and in that Caſe, ſhould 
your Partner have the Knave of Trumps, and 
your left hand Adverſary hold the Ace, your 
neglecting to put on the King is the Loſs of 


a Trick. 
C HAP. III. 


The Ten or Nine being turned up on your Right 
Hand, & c. 


rn the Ten is turned up on yout 
k ) #1ght-Hand, and that you ſhould have 


Kung, Knave, Nine, and two ſmall Trumps, 
with eight other Cards of no Value, and that 
it is proper for you to lead Trumps ; in that 
Caſe, begin with the Knave, in order to pre- 
vent 


the GAME W HIST. 39 


vent the Ten from making of a Trick; and 
though it is but about five to four that your 
Partner holds an Honour, yet if that ſhould 
fail, by fineſling your Nine on the Return of 
Trumps from your Partner, you have the Ten 
in your Power. 

II. 

The Nine being turned up on your Right- 
Hand, and that you ſhould have Knave, Ten, 
Eight, and two ſmall Trumps, by leading the 
Knave it anſwers the like Purpoſe of the for- 
mer Caſe. 

III. 


Tou are to make a wide difference between 
a Lead of Choice, and a forced Lead of your 
Partner's ; becauſe, in the farſt Caſe, he is 
ſuppoſed to lead from his beſt Suit, and find- 
ing you deficient in that Suit, and not being 
ſtrong enough in Trumps, and not daring to 
force you, he then plays his next beſt Suit; 
by which Alteration of Play, it is next to a 
Demonſtration that he is weak' in 'Trumps: 
but ſhould he perſevere, by playing of his 
firſt Lead, if he is a good Player, you are to 
judge him ſtrong in Trumps, and it is a Di- 
rection for you to play your Game accord - 
ingly. | 8 
IV. 

There is nothing more pernicious at the 
Game of Whiſt, than to change Suits often, 
becauſe in every new Suit you run the Riſk of 
giving your Adverſary the Tenace; and there- 
ore, though you lead from a Suit of which you 

E 2 have 
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have the Queen, Ten, and three ſmall ones, 
and your Partner puts up the Nine only, in 
that Caſe, if you ſhould happen to be weak 
in Trumps, and that you have no tolerable 
Suit to lead from, it is your beſt Play to purſue 
the Lead of that Suit by playing your Queen, 
which leaves it in your Partner's Option whe- 
ther he will trump it or not, ia caſe he has 
no more of that Suit; but in your ſecond 
Lead, in caſe you ſhould happen to have the 
ueen or Knave of any other Suit, with one 
Card only of the ſame Suit, it would be better 
Play to lead from your Queen or Knave of 
either of theſe Suits, it being 5 to 2 that your 
Partner has one Honour at leaſt in either of 
thoſe Suits, 7 

3 v. 

If you have Ace, King, and one ſmall Card 
of any Suit, with four Trumps; if your Right- 
Hand Adverſary leads that Suit, paſs it, be- 
cauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 
Hand; if fo, you gain a Trick by it; if other- 
wiſe, as you have four Trumps,” you need 
not fear to loſe by it, becauſe when "Trumps 
are played, you may be ſuppoſed to have the 
long Trump. 


— — . — 
* - — 2 — ” © 
(I - — 22 —_ - * 
—— $4.5 22. ——-— . ß —— * 
* 


C HAP. 


the GAME of WHIST. 47 
CHA P. XIIL 


A Cav TION not to part withthe Command of © 
your Adverſaries great Suit, &c 


L | 

N caſe you are weak in Trumps, and that 

it does not appear that your Partner is very 
ſtrong in them, be very cautious how you part 
with the command of your Adverſary's great 
Suit : for ſuppoſe your Adverſary plays a Suit 
of which you have King, Queen, and one 
{mal} Card only, the Adverſary leads the Ace, 
and, upon playing the ſame Suit, you play 
your Queen, which makes it almoſt certain 
to your Partner that you have the King ; and 
ſuppoſe your Partner refuſes to that Suit, do 
not play the King, becauſe if the Leader of 
that Suit or his Partner have the long Trump,, 
you riſk the loſing of _ Tricks to get one. 

I. 

Suppoſe your Partner has ten Cards remain- 
ing in his Hand, and that it appears to you 
that they conſiſt of Trumps and one Suit 
only; and ſuppoſe you ſhould have King, 
Ten, and one ſmall Card of his Strong Suit, 
with Queen and two ſmall Trumps; in this 
Cafe, you are to judge he has five Cards of 
each Suit, and therefore you ought to play 
out the King of his ſtrong Suit; and if you 
win that Trick, your next beſt Play is, to- 
throw out the Queen of Trumps ; if that like- 

| E. 3 wiſe 
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wiſe comes home, proceed to play 'Trumps : 
This method of Play may be made uſe of at 
any Score of the Game, except at 4 and 9. 


III. 
The TRUMP turned up tobe remembered. 


It is ſo neceſſary that the Trump turned up 
ſhould be known and remembered, both by 
the Dealer and his Partner, that we think it 
proper to obſerve, that the Dealer ſhould al- 
ways ſo place that Card, as to be certain of 
having recourſe to it: For, ſuppoſe it to be 
only a 5, and that the Dealer has two more, 
viz. the 6 and 9, if his Partner trumps out 
with Ace and King, he ought, to play his 6 
and 9; becauſe, let us ſuppoſe your Partner 
to have Ace, King, and four ſmall 'Trumps 
in this Caſe, by your Partner's knowing you 
have the 5 remaining, you may win many 
Tricks. | | 
IV. | 

Your right-hand Adverſary leads a Suit of 
which you have the Ten and two ſmall ones 
the third Hand puts up the Knave, your 
Partner wins it with the King; when your 


„ * leads that Suit again, and plays 


a imall one, do you put on your Ten, be- 
cauſe it may ſave your Partner's Ace, upon 
Suppoſition that your right-hand Adverfary 
led from the Queen; you will ſeldom fail of 
Succeſs by this Method of Play. 

| | V. 


a / 
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V. 

Suppoſe you have the beſt Trump, and that 
the Adverſary 4 has one Trump only remain- 
ing, and that it appears to you that mu 
Adverſary B has a great Suit; in this Caſe, 
though you permit 4 to make his Trump, yet 
by keeping the Trump in your Hand, you 
prevent the Adverſary B from making his 
great Suit; whereas if you had taken out 4's 
Trump, it had made only one Trick Diffe- 
rence ; but by this method you probably fave 


| three or four Tricks. 


VI. 
The following CasE happens frequently. 


That you have two Trumps remaining 
when your Adverſaries have only one, and it 
appears to you that your Partner has one great 
Suit; in this Caſe. always play a Trump, 
though you have the worſt, becauſe by remo- 
ving the Trumpout ot your Adverſaries Hands, 
there can be no Obſtruction to your Partner's 
great Suit. 

VII. 


Suppoſe you ſhould have three Trumps 
when no Body elſe have any, and that you 
fhould have only four Cards of any certain 
Suit remaining; in this Caſe play a Trump, 
which ſhews your Partner that you have all 
the Trumps, and alſo gives you a fair Chance 
for one ol your Auverſaries to throw away one 
Card of the aforetaid uit; by which Means, 
ſuppoſing that Suit to have been once led, and 

One. 
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one thrown away, makes five, and four re- 
maining in your Hand makes nine, there be- 
ing only four remaining between three Hands, 
and your Partner having an equal Wager to 
hold a better Card in that Suit than the laſt 
Player, it therefore follows that you have an 
equal Chance to make three Tricks in that 
Suit, which probably could not have been done 
but by this Method of Play. 

VIII. 

Suppoſe you have five Trumps, and fix 
fmall Cards of any Suit, and you are to lead ; 


the beſt Play is to lead from the Suit of which 


you have fix, becauſe, as you are deficient in 
two Suits, your Adverſaries will probably 
trump out, which 1s playing your own Game 
for you : whereas, had you begun with play- 
ing Trumps, they would force you, and con- 
ſequently deſtroy your. Game. 


CHAP, XIV. 


Some Purchaſers of the TREATISE in Manu- 
ſcript diſpoſed of the laſt Winter, having de- 
fired a further Explanation concerning the 
playing of Sequences, they are explained 
in the following Manner, 


I Trumps you are to play the higheſt of 

your Sequences, unleſs you ſhould have 
Ace, King, and Queen; in that Caſe play the 
loweſt, in order to let your Partner into the 
State of your Game. 


II. 
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II. i 
In Suits which are not Trumps, if you have 
a Sequence of King Queen, and Knave, and 
two ſmall ones; whether you are ſtrong in 
Trumps or not, it is the beſt Play to begin 
with the Knave, becauſe by getting the Ace 
out of any Hand, you make Room for the 
| 1 
And in caſe you are ſtrong in Trumps, 
ſuppoſing you ſhould have a Sequence of 
Queen, Knave, 'Ten, and two ſmall Cards of 
any Suit; in that Caſe, you ought to play the 
higheſt of your Sequence, becaufe, if either of 
the Adverlaries ſhould trump that Suit in the 
ſecond Round, by being ſtrong in Trumps, 
you fetch out their Trumps, and conſequently 
make the Remainder of that Suit. 
The like Method may be taken, if you 
ſhould happen to have a Sequence by Knave, 
Ten, Nine, and two ſmall Cards of any Suit. 


IV. 

If you have a Sequence of a King, Queen, 
Knave, and one ſmall Card of any Suit, whe- 
ther you ere ſtrong in Trumps, or otherwiſe, 
play your King; and do the like by any in- 
ferior Sequences, if you have only four in 
Number. i | 


But if you ſkould happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you 9 

ave 
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have five in Number; for ſuppoſe your Part- 
ner to have the Ace of that Suit, he then 
makes it; and where lies the Difference whe- 
ther you or your Partner win a Trick? For if 
you had the Ace and four ſmall Cards of 
any Suit, and are weak in Trumps, and led 
from that Suit, if you play well, you ought 
to play the Ace; if you are very ſtrong in 
Trumps, you may play your Game as back- 
ward as you pleaſe ; but if you are weak in 
Trumps, you mult play the Reverſe, 


| ; VF : 
Let us explain what is meant by being ſtrong 
or weak in Trumps. 
If you have Ace, King, and three ſmall 
Trumps. | 
King, „ and three ſmall Trumps. 
Queen, Knave, and three ſmall Trumps. 
Queen, Ten, and three ſmall Trumps. 
Knave, Ten, and three ſmall Trumps, 
Queen, and four ſmall Trumps. 
Knave, and four ſmall Trumps. 


In any of the aforeſaid Caſes, you may be 
underſtood to be very ſtrong in Trumps, and 
therefore you may play by the foregoing Rules, 
being morally aſſured of having the Command 
in Trumps. | 


If you have two or three ſmall Trumps 
only, we underſtand you to be weak in them. 


vi, 8 
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Knave, and playing your Ace, if the Queen 
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2 ww 0 VII. 
What Strength in Trumps intitles you to 
force your Partner at any Point of the Game? 


Ace, and three ſmall Trumps. 
King, and three ſmall 'Trumps. 
Queen, and three ſmall 'Trumps. 
Knave, and three ſmall Trumps: 


VIII. 

If, by Accident, either you or the Adver- 
ſaries have forced your Partner, (though you 
are weak in Trumps), if he has; had the Lead, 
and does not chuſe to trump out, force him 
on as often as the Lead comes into your Hand, 
unleſs you have good Suits of your own to 
play. | 

| IX. 

If you ſhould happen to have only two or 

three ſmall Trumps, and that your Right- 


Hand Adverſary leads a Suit of which you 


have none, trump it, which is an informa- 
tion to your Partner that you are weak in 


Trumps. 
X. 


Suppoſe you have Ace, Knave, and one 
ſmall Trump, and that your Partner trumps, 
to you, ſuppoſe from the King and three ſmall 
Trumps: Query, Whether it is the beſt Play 
to put on the Ace or Knave? And ſuppoſe- 
your right-hand Adverſary has three Trumps, 
and that your left-hand Adverſary has the like 
Number; in this Caſe, by fineſſing of your 


18 
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is on your Right-Hand, you win a Trick by 
it; but if the Queen is on your Left-Hand, 
and you ſhould play the Ace, and then return 
the Knave, admitting your left-hand Adver- 
ſary put on the Queen, which he ought to do, 
it is above 2 to 1 that one of the Adverſaries 
have the Ten, and conſequently you gain ho 
Trick by playing thus. 


XI. 


If your Partner has led from the Ace of 
Trumps, and ſuppoſe you ſhould have King; 
Knave, and one ſmall Trump, by putting on 
your Knave, and returning the King, it an- 
ſwers exactly the like Purpoſe of the former 
Rule. | 


In other Suits you may praCtiſe the like Me- 
thod. : s 55 
| XII. 9 


If you are ſtrong in Trumps, and that you 
have King, Queen, and two or three ſmal] 
Cards in any other Suit, you may lead a ſmall 
one, it being 5 to 4 that your Partner has an 
Honour in that Suit; but, if you are weak in 


Trumps, you ought to begin with the King. 


\ 


XIII. 

If your right-hand Adverſary leads a Suit of 
which you have King, Queen, and two or 
three ſmall Cards of the ſame Suit, you being 
ſtrong in Trumps, may paſs it, becauſe it 
is an equal Wager that your Partner .has a 
better Card in that Suit than the third _— 

Rn : 
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if not, by your Strength of Trumps, you need 
not fear making that Suit. 
XIV. 

If your right-hand Adverſary leads a Suit 
of which you have King, Queen, and one 
{mall Card, whether in Vrumps or not, put 
on the Queen: Alſo, it you have Queen, 
Knave, and one ſmall Card, put on the Knave; 
and if you have Knave, Ten, and one ſmall 
Card, put on the Ten; by putting up the 
ſecond beſt, as aforeſaid, your Partner has an 
Expectation of your having a better Card or 
Cards, in the ſame Suit ; and, by Recourſe to 
the Calculations annexed to this Treatiſe, he 
may be able to judge what are the Odds for 
and againſt him. 

XV. 


If you ſhould have Ace, King, and two 
ſmall Cards in any Suit, - being ſtrong in 
Trumps; if your right-hand Adverſary leads 
that Suit, you may pals it, becauſe it is an 
equal Wager that your Partner has a better 
Card in that Suit than the third Hand; if ſo, 
you gain a Trick by it; if otherwiſe, you 
need not fear to make your Ace and King, by 
your Strength in Lrumps. 


ISS: ... 

If you ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Partner 
leads the Ten ; in that Caſe paſs it, becauſe 
unleſs the three Honours lie behind you, you 
are ſure of making two Tricks; do the like, 
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if you ſhould have the' King, Nine, Eight, 
and one ſmall Trump; or the Queen, Nine, 
Eight, and one ſmall 'Trump. 


XVII. 

In order to deceive your Adverſaries, if your 
right-hand Adverſary leads from a Suit of 
which you have Ace, King, and Queen, or 
Ace, King, and Knave, put on the Ace; be- 
cauſe that encourages the Adverſaries to play 
that Suit again: And though you deceive your 

Partner by this Method of Play, you alſo de- 
ceive your Adverſaries, which is of greater 
Conſequence in this Caſe; becauſe, if you 
had put on the loweſt of the Tierce-Major, 
or the Knave in the other Suit, your right- 
hand Adverſary had made a Diſcovery that the 

Strength of that Suit was againſt him, and 
conſequently would have changed Suits, 


XVIII. 

Suppoſe you have Ace, Ten, and one ſmall 
Card, in any Suit; alſo the Ace, Nine, and 
one ſmall Card of any Suit, Query, Which of 
theſe Suits ought you to lead from? Anſwer, 
from the Suit of which you have the Ace, 
Nine, and one ſmall Card ; for this Reaſon, it 
being an equal Wager that your Partner has 

a better Card in that Suit than the laſt Player; 
if not, let us then ſuppoſe that your right- 
hand Adverſary leads fronwthe King, or 5 
of the Suit, of which you have the Ace, Ten, 
and one ſmall Card; in that Caſe, it is an 
equal Wager that your Partner has a better 
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Card in that Suit than the third Hand; if 
that happens to be the Caſe, upon the Return 
of the Suit, you lie 'Tenace, and conſequently 
ſtand a fair Chance for three Tricks in that 


Suit. 
XIX. 
A Cs to demonſtrate the Tenace. 


Let us ſuppoſe 4 and B to play at Two- 
handed Whilſt, and let us ſuppoſe 4 to have 
the Ace, ** Ten, Eight, Six, and Four 
of Clubs, which, in caſe B always leads, are 
ſix ſure Tricks. Let us ſuppoſe he has the 
ſame Hand in Spades, which, in cafe ZB al- 
ways leads, are fix more ſure Tricks. We 
ſuppoſe B has the Remainder of theſe two 
Suits. . | 
Let us ſuppoſe B to have the ſame Hand in 
Hearts and Diamonds, as 4 has in Spades 
and Clubs, and that 4 has the Remainder of 
the Hearts and Diamonds, which in caſe 4 
alway#® leads, are twelve fure Tricks alfo 
to B. 

'The foregoing Caſe ſhews that both Hands 
are exactly equal; and therefore let one of 


them name his Trumps, and lead, he wins 


thirteen Tricks only, 
But if one names the Trumps, and the other 


leads, he that names the Trumps ought to win 


fourteen Tricks, 


F 2 Thoſe 
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Thoſe who would attain to the playing of 
WIS r to perfection muſt not be content 
only with being a Maſter of the Calculations 
contained in this Treatiſe, and alſo an exact 
Judge of all the General and Particular Caſes 
in the ſame ; but be a very punctual Obſerver 
of ſuch Cards as are thrown away, both by 
his Partner and Adverſaries, and at what Time. 
Whoever attends cloſely.to theſe Particulars, 
are the moſt likely to attain their End. 


CHAP. XV. 
Additional CASES, | 


I, 

"HEN it appears to you that the Ad- 
verſaries have three or four Trumps 
remaining, and that neither you nor your 
Partner have any, never attempt to force one 
Hand to trump, and to let the other throw 
away a loſing Card; but rather eadeayour to 
find out a Suit in your Partner's Hand, in caſe 
you have no Suit in your own, by which 
Means you prevent them from making their 
Trumps ſeparate. 

II. 

Suppoſe 4 and B are Partners againſt C and 
D, and ſuppoſe nine Cards are played out, 
and alſo ſuppoſe eight Trumps are played out 
and further ſuppoſe 4 to have one Trump 
only, and ſuppoſe his Partner B to have the 


Ace and Queen of Trumps, and ſuppoſe the 


Adverlaries 


| 
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againſt yourſelf. 
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Adverſaries C and D to have the King and 
Knave of Trumps between them, A leads his 


Jmall Trump, C plays the Knave of Trumps, 


Query, Whether g is to play his Ace or Queen 
of Trumps upon the Knave ? Anfwer, B is to 
play his Aceupon the Knave, becauſe D having 
four Cards in his Hand remaining, and C has 
only three ; conſequently, it is four to three in 
B's Favour, that the King is in D's Hand: If 
we reduce the number of four Cards in a Hand 
to three, the Odds then is 3 to 2; and if we 
reduce the Number of three Cards in a Hand 
to two, the Odds then is 2 to 1 in favour of 
B's winning of a Trick, by putting on his Ace 
of Trumps. By the like Rule you may play 
all the other Suits. ts 

II. 


Let us ſuppoſe you have the thirteenth 
Trump, and alſo the thirteenth Card of any 
Suit in your Hand, and one loſing Card; and 
let us ſuppoſe you have only three Cards re- 
maining, Query, Which of theſe Cards are 
you to play ? Anſwer, You are to play the 
loſing Card, becauſe if you play the thirteenth 
Card firſt, the Adverſaries knowing you to 
have one Trump remaining, will not paſs your 
loſing Card, and therefore you play 2 to 1 


IV. 

Let us ſuppoſe that you have the Ace, King, 
and three ſmall Cards in any Suit, which has 
never been played; _ let us ſuppoſe that 
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it appears to you that your Partner has the laſt 

rump remaining, Query, How are you to 
play theſe Cards to your greateſt Advantage? 
Anfwer, You are to lead a ſmall Card in that 
Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the 
laſt Player; if fo, and that there are only 
three Cards in that Suit in any one Hand, it 
follows that you win five Tricks in that Suit ; 
whereas, if you play the Ace and King of that 
Suit, it is 2 to one that your Partner does not 
hold the Queen, and conſequently, by play- 
ing the Ace and King, it is 2 to 1 that you 
win only two Tricks in that Suit. This Me- 
thod may be taken in caſe all the Trumps 
are played out, provided you have good Cards 
in other Suits to bring in this Suit; and you 
may obſerve, that you reduce the Odds of 2 
to 1 againſt you to an equal Chance, by this 


' Method of Play, and probably gain three 


Tricks by it. 
TV: 

If you chooſg to have Trumps played by 
the Adverſaries, and that your Partner has led 
a Suit to you, of which you have the Ace, 
Knave, Len, Nine, and Eight, or the King, 
Knave, Ten, Nine, and Eight, you are to 
play the Eight of eicher Suit, which probably 


leads the Adverſary, if he wins that Card, to 
play Trumps, | 


VI. 
Suppoſe you ſhould have a Quart-Major in 
| any duit, with one or two more of the ſame 
Suit, 
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Suit, and that it is neceſſary to let your Part- 
ner know that you have the Command of that 
Suit; in that Caſe, throw away the Ace of 
that Suit, upon any Suit of which you have 


none in your Hand to clear up his Doubts, 


becauſe the Odds is in your Favour that nei- 
ther of the Adverſaries have more than three 
in that Suit: The like Method may be taken 
if you have a Quart to a King; the Ace 
being played out, you may throw away the 
King; alſo if you ſhould have a Quart to a 
Queen, (the Ace and King being played out), 

ou may throw away your Queen: All which 
ſets your Partner into the State of your Game, 
and you may play by the like Rule in all in- 
ferior Sequences, having the beſt of them in 
your Hand. 

VII. 


There is ſcarcely any Thing more com- 
monly practiſed amongſt moderate Players, in 
caſe the King is turned up on their Left- Hand, 
and that they have che Queen and one ſmall 
Trump only, to Play out their Queen, in 
Hopes their Partner may win the King if it is 
put on; not conſidering that it is about 2 to x 
that their Partner has not the Ace: and ad- 
mitting he has the Ace, they do not conſider 
that they play two Honours againſt one, and 
conſequently weaken their Game, the Neceſ- 
fity only of playing Lrumps ſhould 'oblige 
them to play thus, 


VII. 
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VIII. Fr 
A Cas which frequently happens. 


Aand B are Partners againſt C and D; all 
the Trumps are played out except one, which 
Wl. CG or D has; A has three or four winning 

= Cards in his Hand of his Suit already played, 
= with an Ace, and one ſmall Card of another 
Suit: Query, Whether it is A's beſt Play to 
** throw away one of his winning Cards, or the 
= ſmall Card to his Ace-Suit ? An/wer, It is his 
= beſt Play to throw away one of his winnin 
| 


Cards, becauſe if his right-hand Adverſary 
| plays to his Ace-Suit, he has it in his Power 
| to paſs it, and conſequently his Partner B has 
| an equal Chance to have a better Card in that 
_ Suit than the third Hand; if fo, and that he 
1 has any forcing Card, or one of his Partner's 
= Suit to play to him, in order to force out the 
N laſt Trump, his Ace remaining in his Hand, 
# brings in his winning Cards; whereas, if 4 
0 had thrown away the ſmall Card to his Ace- 
4 Suit, and that his right-hand Adverſary had 
led that Suit, he had been obliged to put on 
ö his Ace, + ay", <a bad loſt ſome Tricks 
= | by this Method of Play. 

__ IX. 

= Suppoſe ten Cards have been played out, 
1 and ſuppoſe it appears very probable that your 
left- hand Adverſary has three Trumps remain- 
1 ing, viz the beſt and two ſmall ones; and 
{414 ſuppoſe you have two 'Trumps only, and that 
WATT your 
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your Partner has no Trump; and ſuppoſe your 
right-hand Adverſary plays a thirteenth or ſome 
other winning Card; in that Caſe paſs it, by 
which Means you gain a Trick. 


X. 

In order to let your Partner into the State 
of your Game, let us ſuppoſe you to have a 
Quart-Major in Trumps, (or any other four 
beſt Trumps), if you are obliged to trum̃p a 
Card, win it with the Ace of 'Trumps, and 
then play the Knave, or win it with the 
higheſt of any other four beſt Trumps, and 
then play the loweſt, which clears up your 
Game to your Partner; and by ſuch a diſco- 
very, it may be the Means of winning many 
Tricks: You may practiſe the like Rule in all 
other Suits, 

XI. 


If your Partner calls at the Point of Eight 
before his Time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits, or 
not; becauſe, as he calls before he is obliged 
to do ſo, it is a Declaration of his being ſtrong 
in Trumps. 

XII. 


Suppoſe your-right. Adverſary turns up 
the Queen of Clubs, and ſuppoſe when he 
has the Lead, he plays the Knave of Clubs; 
and ſuppoſe you have the Ace, Ten, and one 
Club more, or the King, Ten, and one ſmall 
Card; Query, When he leads his Knave, 
whether you are to win it or not? Anſwer, 


You 


! 


58 A ſhort TREAT ISE en 


Vou are not to win it, becauſe it is an equal 
Wager, when he leads his Knave of Clubs, 
2 not having the King, that your Partner 

as it; alſo, it is an equal Wager, when he 
leads his Knave of Clubs, you not having the 
Ace, that your Partner has it, and conſequent. 
Iy you gain a Trick by paſſing it; which can- 
not be done, if you either put on your King 
or Ace of Clubs. 

XIII. 


4 Cast for a Slam. 


Let us ſuppoſe 4 and B Partners againft 
C and E; and let us ſuppoſe C to deal; and 
let us ſuppoſe 4 to have the King, Knave, 
Nine, and Seven of Clubs, they being Trumps; 
a Quart-Major in Diamonds, a Tierce-Ma- 
jor in Hearts, and the Ace and King of 
Spades. 

Let us ſuppoſe B to have nine Diamonds, 
two Spades, and two Hearts. | 

Alſo let us ſuppoſe D to have the Ace, 
Queen, Ten, and Eight of Trumps, with 
nine Spades. 


And let C have five Trumps and eight 

Hearts. | 
A is to lead a Trump, which D is to win, 
and D is to play a Spade, which his Partner 
C is to trump, C eis to lead a Trump, which 
his Partner D is to win; then D is to lead a 
Spade, which C is to trump; and C is to play 
a Trump, which D is to win; and D ä 
tac 
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the beſt Trump is to play it; which done, D 
having ſeven Spades in his Hand, wins them, 
and conſequently ſlams 4 and B. 


CHAP. XVI. 


Additional Cas Es at WaisT never publiſhed 
till 1748. 
f 

1 . 
F your Partner leads the King of a Suit, 

and that you have none of that Suit, paſs 
it, by throwing away a loſing Card, (unleſs 
your right-hand Adverſary has put on the Ace), 
becauſe, by ſo doing, you make Room for his 
Suit, 6 


Suppoſe your Partner leads the Queen of 
a Suit, and your right-hand Adverſary wins it 
with the Ace, and returns that Suit; in caſe 
you have none of it, do not trump it, bat 
throw away a loſing Card, which makes Room 
for your Partner's Suit. An Exception to 
this Manner of Play is, if you play for an odd 
Trick, and that you are very weak in Trumps, 


you may trump it. 
III. 


Suppoſe you have the Ace, King, and one 
ſtnall Card of a Suit, and that your left - hand 
Adverſary leads that Suit; and ſuppoſe you 
ſhould have four ſmall Trumps, and no Suit 
of Conſequence to lead from; and fuppoſe 
your right-hand Adverſary ſhould put up the 

Nine, 
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Nine, or any lower Card; in this Caſe, win 
it with the Ace, and return the Lead upon 
the Adverſary, by playing the ſmall Card of 
that Suit; who will have Reaſon to judge that 
the King lies behind him, and conſequently 
will not put up his Queen if he has it; and 
therefore you have a fair Probability of winning 
a Trick by this Method of Play, and at the 
ſame Time letting your Partner into the State 


of your Game. 
IV. 


If your Partner forces you to trump a Card 
early in the Deal, you are to ſuppoſe him ſtrong 
in Trumps, except at the Points of 4 or 9; 
and therefore, if you are ſtrong in 'Trumps, 
you may play them. 


Suppoſe you call at the Point of 8, and 
your Partner has no Honour; and ſuppoſe 
you ſhould have the King, Queen, and Ten ; 
the King, Knave, and Ten; or the Queen, 
Knave, and Ten of Trumps ; when Trumps 
are played, always put on the Ten, which de- 
monſtrates to your Partner that you have two 
Honours remaining, and ſo he plays his Game 
accordingly, 

VI. 


Suppoſe your right-hand Adverſary calls at 
the Point of 8, and his Partner has no Ho- 
nour: and ſuppoſe you ſhould have the King, 
Nine, and one ſmall Trump, or the Queen, 


Nine, and two ſmall Trumps; when Trumps 
are 
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are played by your Partner put on- the Nine, 


becauſe it is about 2 to 1 that the Ten is not 
behind you, and ſo you play your Nine to an 
Advantage. 1 4s 1 Jo 
ff 46 VII. 250 18 
If you ſhould happen to lead a Suit of which 
you have the Ace, King, and two or three 
more, when you play the Ace, if your Part- 
ner plays the Ten, or Knave ; and ſuppoſe 
vou ſhould have one ſingle Card in your Hand 
in any other Suit, and two or three ſmall 
Trumps only; in this Caſe lead the ſingle 
Card in order to eftahliſh a Saw, and this 
conſequence attends ſuch Play, viz. upon lead - 
ing that Suit it gives your Partner an equal 
Chance of having a better Card in it than the 
laſt Player; whereas had he led that Suit to 
you, which is probable had been his ſtrong Suit, 
the Adverſary 'would have made the Diſcovery 
of your attempting to eſtabliſh a Saw, they 
would trump out, and ſo prevent your making 
your ſmall Trumps: By this method of Play, 
your Partner will eaſily judge the Reaſon for 
your changing of Suits, and ſo play his Game 
accordingly. | | 
VIII. 


Suppoſe you have the Ace and Deuce of 
Trumps; and ſtrong in the three other Saits'z 
if you are to lead, play your Ace and next 

our Deuce of Trumps, in order to put the 
ead into your Partner's Hand, to take out 
2 Trumps for 1; and ſuppoſe the laſt Player 

G wins 
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wins that Trick, and that he leads a Suit of 
which you have the Ace, King, ſand 2 or 3 
more, paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that 


Suit than the third Hand; if ſo, he will then 
have an Opportunity of taking out two 
Trumps to one; when the Lead comes into 
ur Hand, you are to endeavour to force out 
7 of the 2 'Trumps remaining, upon Suppoſi- 
tion 11 'Trumps are played out, and the Odds 
is ſtill in your Favour that your Partner has 1 
of the 2 Trumps remaining. | 

| | 1X. - 

Suppoſe 10 Cards are played out, and that 
you have the King, Ten, and 1 ſmall Card 
of any Suit, which has never been led; and 
ſuppoſe you have won 6 Tricks, and ſuppoſe 
your Partner leads from that Suit, and that 
there is neither a Trump or thirteenth Card 
in any Hand; in this Cafe, unleſs vour right- 
hand Adverſary puts on ſo high a Card as 
obliges you to play your King, do not put it 
on, becauſe upon the return of that Suit you 
make your King, and conſequently the odd 


Trick, which makes 2 difference: If there 


happens to be only 9 Cards played out in the 
like Circumſtance, you are to play by the like 
Rule. This Method is always to be taken, 


unleſs the gaining of 2 Tricks gives you a 
Chance either to ſave your Lurch, or to win 


er ſave the Game. ; 


U X. 


the Game T W HIS T. 


1 . 2 TFT . | 
Suppoſe 4 and B Partners againſt Cand D, 
and let us ſuppoſe B has the two laſt Trumps, 


alſo the Queen, Knave, and Nine of another 


Suit; and let us ſuppoſe 4 has neither the Ace, 
King, or Ten of that Suit, and A is to 
lead that Suit; Query, What Card is B to play 


to give him the faireſt Probability of winning 


a Trick in that Suit? Anſwer, B is to play 
the Nine of that Suit, becauſe it is only five to 
four againſt him that his left-hand Adverſary 
holds the Ten; and if he, plays either the 
Queen, or Knave, it is about three to one 
that the Ace, or King, 18 in his left-hand Ad- 
verſary's Hands, and conſequently he reduces 
the Odds of three to one againſt him, to five 
to four only, Re | 


Let us vary the foregoing Caſe, and put the 
King, Knave, and Nine of a Suit into 3˙8 
Hand, upon Suppoſition that 4 has neither 
Ace, Queen, or Ten, when A leads that Suit, 
it is exactly equal whether Z plays his King, 
Knave, or Nine. I 

| XII. 

Suppoſe you have Ace, King, and three or 
four ſmall Cards of a Suit not played, and that 
it appears to you that your Partner has the 
laſt 'Trump ; in this Caſe, if you are to lead, 
play a ſmall Card in that Suit, it being an 


equal Wager that your Partner has a better 


Card in that Suit than the laſt Player; if ſo, 
| G2 TEE. 


2 , 


g ©7 
ä — 5 
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are you to play ? Anſwer, you are to lead 
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the Probability is in your Favour that you 
make 5 or 6 Tricks in that Suit; but if you 
{ſhould play out the Ace and King of that Suit, 
ir is 2 to 1 that your Partner bas not the 
Queen, and conſequently it is 2 to 1 that you 
make only two Tricks in that Suit; by which 
Method of Play you riſk the loſing of 3 or 4 


Tricks in that Deal to gain one only, 


XIII. Poo Phe: 

Suppoſe your Partner leads a Suit of which 
he bas the Ace, Queen, Knave and many 
more, and leads his Ace, and then plays his 
Queen; in caſe you have the King, ard two 
ſmall Cards i... that Suit, win his Queen with 


the King; and ſuppoſe you are ſtrong in 


Trumps, by clearing the Board of Trumps, 
and having a ſmall Card of your Partner's 
great Suit, you do pot obſtruct his Suit, and 
conſequently win many Tricks by this Me- 
thod of Play. | 


C HAP. XVII. 
New CAs ES at W arsT, never publiſh 


till 1760. 


How to play for an odd Trick. 


UPPOSE you are elder Hand, and that 
you have the Ace, King, and three ſmall 
Trumps, with four ſmall Cards of another 
Suit, three ſmall Cards of the third Suit, and 
one ſmall Card of the fourth Suit; Query, How 


the 
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the ſingle Card, which, if it is won by the laſt 
Player, it puts him upon playing Trumps, or 
to play to your weak Suits; in which Caſe 
your Partner and you gain the Tenace. 


The like Caſe for an odd Trick, and that 
your Partner is to lead. 

Let us ſuppoſe he plays the Ace of the Suit 
of which you have only one, and proceeds to 
play the King of the ſame Suit, and that 
your right-hand Adverſary trumps it with the 
Queen, Knave, or Ten, do not overtrump 
him, but throw away a ſmall Card of your 
weakeſt Suit; the Conſequence of which is 
obvious, becauſe it leaves your Partner the laſt 
Player, and ſo gives him the Tenace in your 
weak Suits. 


The like Caſe upon Suppoſition you want 
four or five Points, and that you are elder 
Hand. | 

In that Caſe play a ſmall Trump, and if 
_ Partner has a better Trump than the laſt 

layer, and returns the Lead, put on your 
King of Frumps, and then proceed to play 
the Suit of which you have four in Number. 


Theſe Examples belly duly attended to, on 
all Parts of the Game, muſt be of great Con- 
ſequence to the Player; becauſe when he has 
no good Suit to play, his Partner being the 
4 Player, gains the Tenace in his weak 

uits. | | 


G3 CHAP: 
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C HAP. XVIII. 


New Laws at WR is r, as played at White's, 
at Saunders's Chocolate- Houſe, &c. 1760. 


I, 
I any Body plays out of his turn, it is in 
the Option of either of his Adverſaries to 
call the Card play'd, at any Time in that 
Deal, provided it does not make him revoke 
or if either of the adverſe Parties are to lead, 
he may deſire his Partner to name the Suit he 
chuſes to have him lead, and when a Suit is 
then named, his Partner muſt play it if he 
has it, 4 
II. 


No Revoke to be claimed till the Trick is 


turned and quitted, or the Party who revoked, 
or his Partner, have played again. 
5. ee 
If a Revoke happens to be made, the adverſe 


Party may add 3 to his Score, take 3 Tricks 
from the Adverſaries, or take down 3 from 


their Score, and the adverſe Party, provided 


they are up, notwithſtanding the Penalty, muſt 


remain at nine; the Revoke takes Place of any 
other Score of the Game. 


ae , 

If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Parties 
may call a new Deal; and they are at Liberty 

. ITE ' 0 


— 
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to conſult each other, whether they will have 
a new Deal. 
V. Bl 
After the Trump Card is turned up, no 
Body ought to remind his Partner to call, on 
Penalty of loſing a Point. 


** ; 
If the Trump Card is turn'd up, no Ho- 
nours in the preceeding Deal can be ſet up, 
unleſs they were before claimed. Y 


VII. 

If any Perſon ſeparates a Card from the reſt, 
the adverſe Party may call it, provided he 
names it, and proves the Separation; but in 
caſe he calls a wrong Card, the adverſe Parties 
may call the higheſt or loweſt of any Suit, out 
of his or his Partner's Hands, the firit Time 


either of them are to play. 


VIII. 

If any perſon revokes, and before the Cards 
are turned difcovers it, the adverſe Party ma 
call the higheſt or Joweſt Card of the Suit led, 
or have their Option to call the Card then 


play'd at any Time, when it does not cauſe” 


a Revoke. 


; IX. | 
If a Card is turned up in dealing, it is in 
the Option of the adverſe Party to call a new 
Deal ; but. if either of them have been the 
Cauſe of . up ſuch Card, in that Caſe 


X. 


the Dealer has his Option. 


— 
* — — A. — 
awed ,. ww Y 8 
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| X. 

If the Ace, or any other Card of a Suit is 
led, and it ſhould ſo happen, that the laſt 
Player plays out of his turn, whether his Part- 
ner has any of the Suit led or not, provided 
you do not make him revoke, he is neither 
entitled to trump it, nor to win the Trick. 


If a Card is faced. in the Deal, they muſt 

deal again, unleſs it is the laſt Card. 
XII. 

Every Perſon ought to ſee that he bas 13 
Cards dealt; therefore, if any one ſhould hap- 
pen to have only 12, and does not find it out, 
till ſeveral Tricks are played, and that the reſt 
of the Players have tbeir right Number, the 
Deal ſtands good; and alſo the Perſon who 
plays with 12 Cards, is to be puniſh'd for each 
Revoke, in caſe he has made any; but if any 
of the reſt of the Players ſhould happen to have 
14 Cards, in that Caſe the Deal is loſt. 

XIII. 

If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, the Ad- 

rſaries have it in their Power to call any of 

e Cards once, or oftener, when they think 
proper, provided they do not make the Party 
revoke, and he is not to take up his Cards 
again. 


XIV. 
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* hehe ec wed 
A and B are Partners againſt» C and D, 
leads a Club, his Partner B plays before the 
Adverſary C in this caſe, D bas à Right to 
play before his Partner C, hecauſe B played: 
out of his turn. XX 
| XPF. un 7 vite N 


If any Perſon is ſure of winning every Trio 
in his Hands, he may ſhew bis Cards upon 
the Table; but ſhould it ſo happen, that he 
has any lofing Card in his Hand, he is then 
liable to have all his Cards calldſod. 

eee as 

If any Perſon calls at the Point of 8, and 

his Partner anſwers, and both the oppoſite 

Parties have thrown down their Cards, and it 

appears that the other ſide had not two N 

Honours; in this Caſe they may conſult with. 
one another about it, and are at Liberty to 


ſtand the Deal or not. | 48 1 = 
| XVII. | | 71 
And if any Body anſwers when he has not 


an Honour, the adverſe Party may conſult one * 
another about it, and are at liberty to ſtand * 


the Deal or not. x q 
XVIII. ll. 
The Dealer ought to leave in View upon 7 
the Table his Trump Card, till it is his Turn 1 
to play; and after he has mixed it with his 7 


ather Cards, no body is entitled to demand 
what Card is turned up, but may aſk what is 
Trumps: This Conſequence attends _ a 

* 
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Law that the Dealer cannot name a wrong 

Card, which otherwiſe by might have done. 

JN 1 7 +7 (© wb” XI 1 | ih, 

No revoke to be claimed after the Cards 

are cut for a new Deal. PIO 
XX. 

If any Body claims a Revoke, the adverſe 
Party are not to mix their Cards afterwards, 
upon Forfeiture of the Revoke. 

A and are Partners againſt C and D, 4 
plays the 10 of a Suit, the Adverſary C plays 
the Knave of the ſame Suit, B plays a ſmall 
Card of the ſame Suit; but before D plays, 
his Partner C plays a thirteenth, or ſome 
other Card; the Penalty ſhall be in the Option 
of A, or B, to oblige D to win the Trick if 


he can. f 
71 | XXII. & 0. 

If any Body calls at 8, after he has play'd, 
it ſhall be in the Option of the Adverſaries to 
call a new Deal. | 
"if "he $7.40 WM. {7 4 

A and B are Partners againſt C and D, 4 
leads a Club, C plays the Ace of Clubs, B 
plays a Club, and D, Partner to C, takes up 
the Trick without playing any Card; A, and 
the reſt of the Players, play on till it appears 
D has one Card more than the reſt; Penalty 
to be in the Option of the Adverſaries to call 
a new Deal. 

XXIV. 
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Lit $5 0 BY 661116 | 
4 deals, and inſtead... of turning up "the 
Trump, he puts the Trump Card upon the reſt 
of his Cards with the Faces downwards; he 
is to loſe his Deal. 


i 
4 DICTIONARY for 'WHIST, which re- 
ſolves almoſt all the critical Caſes that may 


happen at that GAME; by way of Queſtion 
and _—_— © 


we OW to play Trumps to the greateſt 

Advantage, peruſe the Treatiſe of 
Whiſt, Chap. I. Caſe 11, and all the remain- 
ing Caſes in chat Chapter; ; alſo Chap. II. 2 


2. How to play Sequences when Trumps ? 
Anſwer. You are to —_— with the r. 
ef them. 


3. How to play Sequences when bey ue 
not 'Trumps ! | 

Anf. If you have 5 in number, you are to 
begin with the loweſt; if 3 or 4 in r e 
e play the higheſt. 


4. Why do you prefer playing of Sequences 

* than other Suit? 
Anſ. Becauſe they are the ſafeſt Lead, and 
gan the Tenace in other Suits, 


5% When 
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12 When ought you to make Tricks early 
When 2 are wat © in n Tramps, * 


1G When ought vb ot to make Tricks 
. 


Anſ. When you are ftrong i in Trumps. 


When do you play from an Ace-Suit ? 
——_ You do ſo when you have 3 in Num- 


ber only in any Suit (EFrumps excepted. ) 


8. When don't you play from an Ace-Suit? 

An. You — not to lead from an Ace- 
Suit, having 4 or more in number in any other 
Suit ; becauſe the Ace is an Aſſiſtant to your 
great Suit, and when Trumps are played out 
canvles you to make that Suit. 


9. When any Card of: Conſequence i is turned 
up on your Right or Left-Hand, How are you 
to play in that Caſe : See Chap. X. Caſe 1. 
Chap. XII. Caſe 1. 


10. Why are you always to play your Hand 


by your own and Adverſaries Scores? 


Anſ. Chap. I. Caſe 6, See References in 
tn: Caſe. 


11. "How to know vita your Partner has 


no mote of the Suit played? See Chap. IV. 
Cale bs 2a 3 


12. Reaſons 
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12. Reaſons for putting on at Second- hand 
the King, Queen, Knave, Ten, and when 
not? Chap. X Caſe 1, 2, 3 


13. Why a are you to play the Queen, Knave, 
or Ten, of any Suit, when that duit is played 
a ſecond Time, having three in Number on- 
ly? oP XIII. Caſe 4. 


14. When ought, you to over-trump your 
Adverſary, and when not? 

Anſ, When you are weak in Trumps, you 
ought. to ove: · frump him; but if ſttong in 
Gd you a to | throw V a loſing 
ar | 


18. Reaſons for not parting * the Com- 


mand of your Adverſary's Wr. Suit. Chap. 
XIIL. Caſe 1. 1 

16. If vour Adverfary on your Right-Hand 
les a Suit of which you have the Ace, King, 
and Queens. Why arc you to put on the Ace 
z preferable to the Queen? 

Anſ. Becauſe it deceives the Adverſary; 
which in this Caſe, is of more Conſequence 


N to you than to deceive your Partner. 
17, To declare your ſtrong Suit, when pro- 
od per to be done, and when not? 
7 Anſ. When you have only one ſtrong Suit, 
and you trump out to make that Suit, in this 
% ce you ought to declare it; but if you are : 
H - . . Rrong F 
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"ſtrong in all Suits, there is no Necker of de · 
claring your ſtrongeſt Suit. 


18. The Ace turned up on your Right- 
Hand, and that you have the 'Ten and Nine 
only of Trumps, Why de you play che Ten? 
Chap. XI. Caſe 1. 


19. Why do you 45 from a King-Suit 
preferable to a Queen- Suit, having the like 
Number of each? 

Anſ.. Becauſe it is 2 to 1 that the Ace does 
not lie in your left-hand Adverſary's Hands, 
and it is 5 to 4 if you lead from a „ Ker Suit, 
that the Ace or King lies in his Hands, and 
that you loſe your Queen, and ſo 9 play to a 
Diſadvantage. 


19. Why do you play from a  Queen-Suit 
preferable to a Knave-Suit ? 
Anſwered Caſe 19. 


21. When you have the four beſt Cards of 
any Suit, Why do you throw away the beſt ? 
Anſ. To let your Partner into the State of 
your Game. 


22. Your Partner's firong Suit, How are 
you to make the moſt of it? 
Chap. VI. has fix Examples to demon- 


ftrate it, 
23. The 


- 
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23. The Queen turned up on your Right- 


Hand, you have the Ace, Ten, and one 
'Frump, or the King, Ten, and one Trump, 


if the right-hand Adverſary plays the Knave, 


Query, How are you to play? 

Anſ. You are to paſs it, by which you have 
an equal Wager of gaining a Trick, and can- 
not loſe by ſo doing.. | | 


24. Four Cards are played out, and "Trumps 
are gone round twice, your Partner not ap- 
pear ing to have any higher Trump than the 8, 
yet he has three Trumps; when he plays his 
third Trump, the next Hand puts on the; 
Knave, there being the King only in the Ad- 
verſary's Hands, you having the Ace and Queen 
of Trumps. 


Diery, Whether are you to play the Ace- wo 


or Queen? 1 
Anſ. You are to play the Ace, becauſe it is 
9 to 8 that the laſt Player has the King; and 
if you reduce the Cards to 2 in Number, it 
then is 2 to 1 in your Favour, by playing the 
Ace, that the King falls: The like Method 
may be taken in other Suits, upon the like 
Occaſions. | 


EXAMPLE. 


Let us ſuppoſe that you have only 2 Cards 
remaining in your Hands of any Suit, viz. the 
Queen and Ten; and let us ſuppoſe the Knave, 


and Nine of the ſame Suit are in your Adver- 


ſary's Hands, when your Partner leads that 
| Hr Suit, 
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Suit, your right-hand Adverſary plays the 
Nine, and has 1 Card only remaining. 
Query, Whether you ought to play = 
Queen- or Ten ? 

Anſ. You ought:ti play your Quicen, bes 
caule it is 2 to 1 that your left-hand Adverſary 
has the Knave. And in all Caſes of the like 
Nature, you ought to play by this Rule. 


I would know what is the Odds that the 
Dealer at Whiſt holds four Trumps or more? 
Anſ. That he holds four Trumps or more is 
242 to 165, or about a' Guinea to 145, 01 het 
and almoſt a Farthing. | | 


eM A NET 

An Explanation, for the Uſe of Beginners, of 
ſome of the TER Ms or '[ECHNACAL WoRDs 
made uſe of i in this Treatiſe. : 


FINESSING, 


"EANS the endeavouring to gain an 
Advantage by Art and Seth; which 


couhits in this; when a Card is led, and you 
have the beſt nd third beſt Card of that Suit, 
you judge it beſt to put your third beſt 
Card upon that Lead, and run the Riſk of 
your Adverſary's baving the ſecond- beſt of it; 
that if he has it not, which is 2 to 1 apainſt 
kim, you are then ſure of gaining a Prick. 


FORCING, 


the GAME of WHIS T. 


FORC ING. 

Means the obliging your Partner oggyour 

Adverſary to trump a Suit of which He has 

none. The Caſes mentioned in this Treatiſe 

will ſhew when it is proper to force either of 
them. | 


LONG T RUM p, 
Means the having one or more Trumps 1 n 
your Hand when all the reſt are out. 


LOOSE CARD, 
Means a Card in a Hand that is of no 
Value, and. conſequently the propereſt to 


throw away. 


POINT S. 
Ten of them make a Game; as many as 
re gained by Tricks or Honours, ſo many 
Points are ſet up to the Score of the Game. 


2UART, 

In general is a dequence of any four Cards 
1mmediately following one another in the 
fame Suit. Puart-Maypr is therefore a Se- 
quence of Ace, King, Queen, and Knave, in 
any Suit. : 
L U INV 7. 

In general is a Sequence of any five Cards 
immediately following one another in the 
ſame Huit, Quint Major is therefore a Se- 
quence of Ace, King, Queen, Knave, and. 
Ten, in any Suit. 

a2: R E. 


» 
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REVERSE. 

Playing at any time the Rever/e, means 
only the playing your Hand in a different 
manner; that is to ſay, if you are ſtrong in 
Trumps you play one way, but if weak in 
Trumps you play the Reverſe, viz. another. 


SEES AW, 
Is when each Partner trumps a Suit, and 
they play thoſe Suits to one another to trump, 


SCORE. 
Score of the Game, is the Number of Points 
ſet up, ten of which make a Game. | 


| TENACE. | 
Having the Tenace in any Suit ſuppoſes 


the having the firſt and third beſt Cards, and 


being the laſt Player, and conſequently you 


catch the Adverſary when that Suit is play'd : 


As for Inſtance, in caſe you have Ace and 
Queen of any Suit, and that your Adverſary 
leads that Suit, you muſt win thoſe two 
Tricks; and ſo of any other Tenace in infe- 
rior Cards. | 72 


T E RC , 

In general is a dequence of any three Cards 
imniediately following one another in the ſame 
Suit. Terce Major is therefore a Sequence of 
Ace, King, and Queen, in any Suit. 


I 
C HAP. 
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CHAP. XXI. 


An ARTIFICIAL Memory, or an eaſy 
Method of aſſiſting the MEMORY of thoſe 
that play at the Game of W n1sT-» 


To which are added, 
Several CASES not hitherto publiſhed, 


| I. 
LACE of every Suit in your Hand, the 
worſt of it to the Left- Hand, and the 
beit (in Order) to the Right; and the Trumps 
in the like Order, always to the Left of all the 
other Suits. 4s 
AY | 1 
If in the Courſe of Play you find you have 


the beſt Card remaining of any Suit, put the 


fame to the Left of your Trumps. 
We: 

And if you find you have the ſecond-beſt 
Card of auy Suit to remember, place it on the 
Right of your Trumps. 

1 


And if you have the third-beſt Card of any 
Suit to remember, place a ſmall Card of that 
Suit between the Trumps; and that third-beft 
to th: Right of the Trumps. | 

V 


To remember your Partner's firſt Lead, 
place a tmall Card of that Suu led in the Midſt 
| of 


' 
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of your Trumps, and if you have but one 
Trump, on the Left of it. 


VI. 

When you deal, put the Trump turned up 
to the Right of all your Trumps, and part 
with it as late as you can, that your Partner 
may know you have that. Trump. left, and fo 


play accordingly. 
VII. 


To find where, or in what Suit your Adver- 
faries revoke. £5 


Suppoſe the two Suits on your Right-Hand 
to repreſent your Adverſaries in the Order they 
fit, as to your Right and Left-hand. 

When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall Card 
of that Suit amongſt the Cards repreſenting 

that Adverſary; by which Means you record 
not only that there may have been a Revoke, 
oy alſo which of them made it, and in what 
uit. | 

If the Suit that repreſents the Adverfary 
that made the Revoke, happens to be the Suit 
he revoked in, change that Suit for. another, 
and, as above, put a ſmall Card of the Suit 
revoked in, in the Middle of that exchanged 
Suit, and if you have not a Card of that Suit, 
reverſe a Card of any Suit you have (except 
Diamonds), and place it there, 


VIII. 


„% „ 7A A  .Tic- os VÞ.- 


th GAuE of WHIST., 81 


VIII. 

As you have a way to remember your Part- 
ner's firſt Lead, you may alſo record in what 
Suit either of your Adverſaries made their firſt 
Lead, by putting the Suit in which they made 
that Lead, in the Place which in your Hand 
repreſents that Adverſary, at either of your 
Right or Left - Hand; and if other Suits were 
already placed to repreſent them, then ex- 
change them for the Suits in which each of 
them makes his firſt Lead. 1 — 9 

The foregoing Method is to be taken when' + 
you find it more neceſſary to record your Ad- 
verſary's firſt Lead, than to endeayour to find 
out a Revoke, | 8 


7 


4 


c HAP. XXII. 1 
The Laws of the Game at WEST. 


\ * 
I. 

any Perſon plays out of his Turn, it is 
in the Option of either of his Adverſaries 
to call the Card ſo played, at any Time in 
that Deal, provided it does not make him re- 
voke 3. or if either of the adverſe Party is to 
lead, he may deſire his Partner to name the 
Suit he chuſes to have him lead, and when a 
Suit is then named, the Partner muſt play it 
if he has it. | | > 


* * 


I m2#F} | 45 E 
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8 . =,” 

No Revoke to be claimed till the Trick is 
turned and quitted, or the'party who revoked, 
or his Pariner, have played again, 

Ea Na 5 HB. - my 

If a Revoke happens to be made, the ad- 
verſe. Party may add 3 to his Scote, and the 
revoking Party, provided they are up, not- 
withſtanding the Penalty, muſt remain at g: 
The Revoke takes place of any other Score of 
the Game. | | 

. AE | IV. 


If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Parties 
may call a new Deal; and they are at Liberty 
to conſult each other whether they will have 


V. 
After the Trump Card is ſeen, no Body 
ought to remind his Partner to call. 


VI. | 
If the Trump Card is ſeen, no Honours in 
the preceeding Deal can be ſet up, unleſs they 
were before claimed. 


a new Deal. 


| VII. 

If any Perſon ſeparates a Card, from the 
xeſt, either of the adverſe Parties may call it, 
provided he names it, and proves the Separa- 
tion; but in caſe he calls a wrong Card, ei- 


their of the adverſe Parties may once call the 
highest 


„ + Da Io 


it, 
ei- 


aeſt 
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higheſt or loweſt Card in = — led during 
that Deal. r 
VIII. 


Each Perſon ought to lay his Card before 
him; after he has done ſo, if either of the 
adverſe Parties mix their Cards with his, his 
Partner is entitled to demand each Perſon to 
lay his Card before him, but not 10 enquire 

who played any COT Card. 

If any Perſon revokes, and before the Carts 
are turned, diſcovers it, the adverſe Party may 
call either the higheſt or the' loweſt Card of 
the Suit led, or have their Option to call' the 
Card then played at any other Time, when 
it does not cauſe a "_ 

If a Card in dealing is turned up, it is in 
the Option of the adverſe Party to call a new 
Deal, unleſs they, or either of them, have 
been the cauſe of turning up ſuch Card; in 
which Caſe the ary wv the Option. 

If the Ace or any other Card of any Suit 
is led, and it ſhould ſo happen that the laſt 


» 4 
o 


Player plays out of his turn, whether his 


Partner has anyof the Suit led or not (pro- 
vided you do not make him revoke), he is 


neither intitled to trump * nor to win that 


Trick, 
XII. 


$4 A Ie ＋ KE 4 71 vr E on a 
Ar 1 | 175 7 <a he 

If a | Care is faced. in the Pack, they miſt 
deal | FANG fert, it is in the laſt Card. 


3 1: F 

yn * of the players are to take up, or look 
at their Cards, while any Perſon is dealing; 
and, if the D-aler ſhould happen to miſs Deal, 
in that Caſe he ſhall deal again; and if a 
Card is turned-up in e no new Deal! is 
39 be called.” wy. 

oO. 


When: a Card is. led, if one of the Adver- 
ſaries plays out of his Turn, his Partner is not 
to win the Trick, if he can avoid it without 


revoking. xv. 14 


Every perſon ought to ſee that he has 13 
Cards dealt him; therefore, if any one ſhould 
happen to have only 12 Cards, and does not 
find it out till ſeveral Tricks are played, and 
that the reſt of the Players have their right 
Numbers; the Deal ſtands good; and alſo the 
Perſon. who plays with 12 Cards, is to be 
puniſked with each Revoke, in Caſe he has 
made any; but if any of the reſt of the Players 
ſhould. happen to have 14 Cards, in that Caſe 
the Deal 1s void, 

X VI. 


If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loft the Game, if his 
Partner does not give up the Game, the Ad- 

verſaries 
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verſaries have it in their Power to call any 
of thoſe Cards, when they think proper, pro- 
vided they do not make the Party revoke. 


| XVII. 

A and B are Partners againſt C and D; 4 
leads a Club, his Partner B plays before the 
Adverſary C; in this Caſe D has a Right to 
play before his. Partner C, becauſe B played 


XVIII. 
If any Perſon is ſure of winning every Trick 


out of his Turn. 


in his Hand, he may ſhew his Cards upon the 


Table; but ſhould it ſo happen that he has 


any loſing Card in his Hand, he is then liable 


to have all his Cards called. 


XIX. 
No Perſon ought to aſk his Partner whether 
he had played an Honour, while the Cards 


are playing. Ki 


A and B are Partners againſt C and D; 4 
leads a Club, C plays a Spade, B plays the 
King of Clubs, and D plays a Club; C diſ- 
covers he has revoked before the Trick is 
turned. 

Query, What is the Penalty? 

B may take up his Card again, and ſo may 
D, and either 4 or B have it in their Option 
to oblige C to play the higheſt or the loweſt 
Card of the Suit led. 

I XXI. 
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XXI. | 

15 any Perſon calls at the Point of 8, and 
his Partner anſwers, and both the oppoſite 
Parties have thrown up their Cards, and it 


| appears that the other Side had not two by 


onours; in this Caſe they may conſult with 
one another about it, and are at Liberty to 
ſtand the Deal or not. 


XXIII. 
And if any Body anſwers when he has not 
an Honour, the adverſe Party may conſult 


with one another about it, and are at Liberty 
to ſtand the Deal or not. 


XXIII. 


"No Perſon may take new Cards in the 


Middle of a Game, without the Conſent of 
all Parties. 


XXIV. 
The Dealer ought to leave to View upon 
the Table his Trump Card, till it is his 'L urn 


to play; and after he has mixed it with his 


other Cards, no Body m entitled to demand 
what Card is turned up, but may aſk what is 
Trumps : This conſequence attends ſuch a 
Law, that the Dealer cannot name a wrong 
Card, which he otherwiſe might have done. 


End / the GAME of WHIST. 
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A SHORT 


TREATISE 


On the GAME of 


QUADRILLE; 


SHEWING 
The Odds of winning or loſing moſt GAM Es 


that are commonly played, either by calling 
a King, or by playing Sans Prendre. 


To which are added, 
The LAWS of the GAME. 


The FouRTRH ED1T1ION. 


By ED MOND HorrLE, Gent. 
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QUADRILLE. 


CHAP. I. 


ECAUSE a Learner may be at a loſs to 
know the Rank.or Order of the Cards, 


when Trumps or not, the two following Ta- 
bles ſhew them. 


The Rank or 974, of the Cards when nor 


Trumps. 
Clubs and Spades. Hearts and Pe 
King, 2 King; 
ueen, ueen, 
> ow | — 
Seven, Ace, 
Six, e il Duce, 
Five, „et Ihre, 
Four, Four, 
Three Five, 
Duce, Six, 
— | Seven, 


In all 10. 2 
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The Rank and Order of the Cards when 
Trumps. 


Clubs and Spades. 
Spadille, the Ace 4 
Spades, 
Manille, the Duce if 
Spades or of Clubs, j 
Baſto, the Ace of Clubs, 


i 


1 
King,. 

Queen, 

Knave, 

Seven, 

Six, 

Five, 

Four, 


Three, 


= 


In all 11. 


Hearts and Diamonds. 


Spadille, the Ace of 
Spades, 

Manille, the Seven of 
Hearts, or of Dia- 
monds, 

Baſto, the Ace of Clubs a 

Punto, the Ace of Hearts 
or of Diamonds, 

Ring, 

Queen, 


Knave, 


Duce, 


Three, 
Four, 
Five, 
Six, 


In all 1 2» 


—— 


You may A by the foregoing Tables, 
that Spadille and Baſto are always Trumps; 
therefore the red Suits have one, Trump more 


than the black. 


There are three Matadores, viz. Spadille, 


Manille, and Baſto. 


is led; 


Therefore, if an ordinary Trump 


0 are not obliged to play a Matadore upon it, 
ut if Spadille is led, and you ſhould hold 
Manille 
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Manille or Baſto unguarded, you muſt play 
it; alſo if Manille is led, and you ſhould have 
Baſto unguarded, it muſt be Played. 


The Order of the falſe Matadores. 


Clubs and Spades. | Hearts and Diamonds. 


Manille, the Duce of Manille, the Seven of 
Clubs or of Spades, | Hearts or o Di a- 

Baſto, the Ace of Clubs, monds, 
I Baſto, the ace of Clubs, 


Hearts or of Diamonds 
King, King, 
Queen, | Queen, 
| Knave, Knave, 
Seven, Duce, 
Six, Three, 
Five, Four 5 
Fours... .. Five, 
Three, Six, 
In all 10. In all 11. 


You ſee by the 88 Table the Order 
or Rank of the falſe Matadores. 

We generally call them falſe Matadores, if 
we begin at Baſto, and ſo proceed by Sequen- 
ces to any N umber. 


CH AP, 


Punto, the Ace of 


> w 4c er Fr. = 


D 


. I Se wnerutr Sued. rw 
= = _— * 


- 7 I 
* ” „„ Ent 4 2 * 


— — 


— 


r — 1 = * a 
2 : — 2 — "A. __ — <= - > 
„ * 


— A ——— —— — 6 — 
— _ — 


— ———— — =_ 
b Fs. 8 


— 


= - 
— 'S 
— 


— 


— 


— — 


N 7 = Lig 
* — — 2 
* r = e 
8 


e 


4 - — — 
— — K 4 — 2 3 P 5 — = 4 * 
— 1 — — * - — — — = 
—  <— — — Dr 3 — *. = 3 <5E == © = : 2 * — — - 
N . — Aa 2 — * — = —— „ 


922 A flirt TREATISE onthe 
e HAP. IEK 
HE firſt Thing to be done after you 


- have ſeen your Cards, is to aſk Leave 
to paſs, or play, ſans prendre: and if you name 
a wrong Trump, you muſt abide by it. 


H. 


Tf all the Players paſs, he who has Spadille 
is obliged to play; but if he does not make 
three Tricks, he is not baſted. 


enen d 12 4 III. 

The Player ought to have a fair: Probabili- 
ty of winning three Tricks when he calls a 
King, to prevent his being baſted, 


IV, 
Therefore we will ſet down ſuch Games 


only as give a fair Chance to win the Game 


by calling a King, with DireCtions at the End 
of each Caſe what Trump you are to lead. 


Calculations neceſſary to be underſtood by thoſe 
who have made fome Progreſs in the Game. 


| I. 
I would know what is the Odds that my 


Partner holds one Card out of any two certaln 


Cards ? 
An f Wer, 
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Anſwer. That he holds one Card out of any 
two certain Cards, is about 5 to 4 in his Fa» 
your, ; | n 1 


I would alſo know what is the Odds that 
my Partner holds one Card out of any three 
certain Cards? 

Anſwer. That he holds one Card out of any 
three certain Cards, is about 5 to 2 in his 
Favour, | 


An Explanation and Application of the fore 
going Calculations. 


I. 

That your Partner holds one Card out of 
any two certain Cards. 

Suppoſe you ſhould hold one Matadore, it 
J is by this Calculation evident, that it is 5 to 4 
: in your Favour that your Partner holds one of 
þ the ather two, and conſequently you may play 
your Game accordingly. 

Again, ſuppoſe you call a King, and having 
a Knave and one fmall Card of a Suit in your 
Hand, by the foregoing Calculation, it.is plain 
that you have 5 to 4 in your Favour, that 
your Partner holds either the King or Queen 
of that Suit, and conſequently you have the 
Odds in your Favour to win a Trick in that 
Suit, 
b oh 1010 ; 

That your Partner holds one Card out of 
any three certain Cards. 


Th * 
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Suppoſe you have no Matadore, but with 
the Aſſiſtance of one of them you have great 
Odds of winning the Game; you may obſerve, 
by the foregoing Calculation, that it is about 
5 to 2 that your Partner holds one of them, 
you having none. 

This Calculation may be applied to many 
other Caſes, very uſeful to the Player. 


| Games in Red, which may be played, calling. 
a King. 


| 1. 
Spadille, Manille, two ſmall Hearts or Dia- 
monds, the Queen of Clubs and one ſmall 


one, and four ſmall Cards of the other Suits. 


Lead a ſmall Trump. 121132 
| e II. or. 
Spadille, Manille, two ſmall Hearts or Dia- 


monds, with the Knave and two ſmall Clubs, 


and three ſmall Cards of the other Suits. Lead 
a {mall Trump. | 
81 HI. 

Spadille, Manille, two ſmall Hearts or Dia- 
monds, three ſmall Clubs, and three {mall 
Cards of the other Suits. Lead a ſmall 
Trump. a | 
= U gov. lun EV es. | 
- Spadille, Punto, King, Queen, and one 
ſmall Heart or Diamond, three ſmall Clubs, 
the Queen, and one Spade. Lead Punto. 
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v. 
Spadille, Punto, King, Knave, and one 


ſmall Heart or Diamond, the Knave and two 


ſmall Clubs, and two ſmall Spades- Lead 
Punto. | 
VI. 


Spadille, King, Queen, Knave, and one 


ſmall Heart or Diamond, with the Queen, 


Knave, and one ſmall Club, and two ſmall 
Spades. Lead the King of Trumps. | 


VII. 


Spadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one 
more, Queen and two imal] Spades; whether 
elder or any other Hand, when you have the 
Lead play a ſmall Trump, in the ſecond Lead. 
play Spadille. 

VIII. 


Manille, Baſto, Punto, and two ſmall Hearts 
or Diamonds, three ſmall Clubs, and the 
Knave and one Spade. Lead Manille, 


IX. 


NV. B. Manille, Baſto, King, and two 
ſmall Hearts or Diamonds, Queen, and one 


{mall Club, and three ſmall Spades. Lead 
Manille. 


X. 
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N. B. Manille, Baſto, Queen, and two 
imall Hearts or Diamonds, Queen, and two 
ſmall Clubs, Knave, and one Spade. Lead 
Manille. 1 

| I. . : 


Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one ſmall 
Club, Knave and two ſmall Spades. Play a 
1mall Trump. 

XII. 


N. B. Manille, Punto, King, and two 
{mall Hearts or Diamonds, Queen, Knave, 


and one ſmall Club, King and one ſmall 
Spade. Lead Manille. 
| XIII. 

Manille, Punto, Queen, and two ſmall 
Hearts or Diamonds, Queen and one ſmall 
Club, King and two ſmall Spades, Play a 
ſmall Trump. : 

XIV. 


 Manille, Punto, and three ſmall Hearts or 
Diamonds, Knave and one ſmall Club, King, 
Queen, and one ſmall Spade. Play a ſmall 


Trump. 
V. 


Manille, and the four ſmalleſt Hearts or 
Diamonds, Queen, and one ſmall Club, King, 


Queen, 


* 
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Queen, and one ſmall Spade. Play a ſmall 
Trump. 
XVI. 


N. B. Baſto, 'Punto, King, and two ſmall 
Hearts or Diamonds, King and Queen of 
Clubs, Queen, and two ſmall Spades. Lead 


Baſto. 
XVII. 


. Baſto, Punto, Queen, and two ſmall 
Hearts or Diamonds, Queen, Knave, and one 


ſmall Cub, King and Queen of Spades. Lead 


Bafto. 
XVIII. 


NM. B. Baſto, Punto, and three of the 
ſmalleſt Hearts or Diamonds, King and Queen 
of Clubs, Queen, Knave, and one ſmall 
Spade. Play a ſmall Trump. 


XIX. 


Baſto, and the four ſmalleſt Hearts or Dia- 
monds, King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall 
Trump. 

RR. 


N. B. Punto, King, Queen, and two ſmall 
Hearts or Diamonds, King and * of 
Clubs, Queen, Knave, and one ſmall Spade. 
Lead Punto. 


K XXI. 
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XXI. 


Punto, King, and three ſmall Hearts or 
Diamonds, King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall 
Trump. 

You are to obſerve that thoſe Caſes which 
are marked thus, (V. B. ), are very good Games 
to play, and that you have the Gade of your 
Side, to win thoſe which are not marked. 


C H AP. II. 


Games in Black, which may be played, colds 
a King. 


I, 


P ADILLE, Manille, and two ſmall 
Clubs or Spades, the Knave, and two 
ſmall Hearts, and three ſmall Diamonds. Lead 
a ſmall Trump. | 
„ | 
N. B. Spadille, Manille, and two ſmall 
Clubs or Spades, Queen, and two ſmall Hearts, 
and three ſmall Diamonds. Lead a ſmall 
Trump. | 
III. 


Spadille, Manille, and two ſmall Clubs or 
Spades, three ſmall Hearts, three ſmall Dia- 
monds, Lead a ſmall Trump. 1 

IV. 
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IV. 


N. B. Spadille, King, Queen, and two 
imall Clubs or Spades, with the Queen and 


one ſmall Heart, three ſmall Diamonds. Lead 
the King of 'Trumps. 


V. 


Spadille, King, Knave, and rwo ſmall 
Clubs, Queen, and two Diamonds, two ſmall 
Hearts. Play a ſmall Trump. 


VI. 


| Spadille, Queen, and three ſovall Clubs or 


Spades, Queen, and two ſmall Hearts, two 
ſmall Diamonds. Play a ſmall Trump. 


VII. 


Spadille, and the four ſmalleſt Clubs or 
Spades, King and one ſmall Heart, Queen and 
two ſmall Diamonds. Play a ſmall Trump. 


VIII. 


 Manille, Baſto, King, and two ſmall Clubs 


or Spades, three ſmall Hearts, and two ſmall 
Diamonds. Lead Manille. 


IX, 


Manille, Baſto, Queen, and-two ſmall Clubs 
or Spades, three ſmall Hearts, Queen, and 
one ſmall Diamond. Lead Manille. 

K 2 X. 
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X. 


Manille, Baſto, Knave, and two ſmall Clubs 
or Spades, Knave and one Heart, three ſmall 


Diamonds. Lead Manille. 


a XI. 


Manille, Baſto, and three ſmall Clubs or 
Spades, Queen and two ſmall Hearts, Kna ve 
and one ſmall Diamond. Lead Manille. 


XII. 
N. B. Manille, King, Queen, and two 


ſmall Clubs or Spades, King and one ſmall 


Heart, Queen, Knave, and one ſmall Dia- 
mond, Lead Manille. 


XIII. 

N. B. Manille, King, Knave, and two 
ſmall Clubs or Spades, King and one ſmall 
Heart, Queen and two ſmall Diamonds. Lead 
Manille. s 

XIV. 


Manille, King, and three ſmall Clubs or 
Spades, Queen, and two ſmall Hearts, King, 


and one ſmall Diamond. Play a ſmall Trump. 


XV. 
Manille, and the four ſmalleſt Clubs or 
Spades, King, Queen, and one ſmall Heart, 


two {mall Diamonds, Phy a ſmall! Trump. 
XVI 
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XVI. 


N. B. Baſto, King, Queen, and two ſmall 
Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. Lead Baſto. 


XVII. | 


N. B. Baſto, King, Knave, and two ſmall 
Clubs or Spades, Knave and one Heart, King 
and two ſmall Diamonds, Lead Baſto. 


XVIII. 


N. B. Baſto, King, and three ſmall Clubs 
or Spades, King and Queen of Hearts, Queen 
and two ſmall Diamonds. Play Ea 
Trump. 

XIX. 


Baſto, and four of the ſmalleſt Clubs or 
Spades, King and Queen of Hearts, Queen, 
Knave, and one ſmall Diamond. Play a imall 
Trump. | 

XX. A 


NM B. King, Queen, Knave, and two ſmall 
Clubs or Spades, King and Queen of Hearts, 
Knave and two ſmail Diamonds. Lead the 
King of Trumps. 4 


XXI. 


King, Queen, Seven, Six, and Five of Clubs 
or Spades, King and Queen of Hearts, Queen, 
Knave, and one ſmall Diamond. Lead the 
King of Trumps. 
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You are to obſerve, that thoſe Caſes. which 
are marked thus, (NM. B.), are very good 
Games to play, and you have the Odds of your 
Side, to win thoſe which are not marked. 

N. B. Lou are to call to your ſtrongeſt 
Suits, except you have a Queen guarded. And 
if you are elder Hand, you have a fairer 
Chance to win the Game than if middle Hand, 
becauſe you have an Opportunity of leading 
a Trump, which frequently makes your Ad- 
verſaries play againſt each other. 


CHAP. IV. 


Cas Es calculated, ſhewing the Players the Odds 
of winning the fallowing Games at Qua- 
DRILEE, ſans prendre; and alſo ſuch Games 
as ought not to be played ſans prendre. 


Games. in Black, Elder Hand; 


| 1. 
THREE Matadores in Clubs, King and 
Six of Diamonds, King and Six of 
Hearts, King, Five and Siw of Spades. Play 
Trumps to all the elder- hand Games. The 
above Game wins 27 to 4. 


II. 


Three Matadores and: the Three of Clubs, 
King and Six of Diamonds, King and Six of 
Hearts, and two ſmall Spades. The above 
Game wins 215 to 162, or about 4 to 3, 
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III. 


Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, three ſmall 
Hearts. Wins 291 to 86, or above 10 to 3. 


I 
Three Matadores, with the Three, Four, 
and Five of Clul i two ſmall Diamonds, and 
two ſmall Hearts. Wins near 10 to 1. 


V. 
Spadi!]e, Manille, King, Knave, Three apd 
Four of Clubs, two ſmall Diamonds, twe 


ſmall Hearts. Wins 4895 to 3022, or about 
3 to 5. 


Spadille, Manille, King, Three, Four and 
Five of Clubs, two ſmall Diamonds, two ſmall 
Hearts. Wins about 8 to 5. 


VII. | | 
Spadiile, Manille, King, Three and Four 
of Clubs, King and Six of Diamonds, and 
three ſmall Hearts. Loſes 1514 to 1125, or 
about 4 to 3. 
| VIII. 


Spadille, Manille, Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
imall Hearts. Loſes. 1514 to 1125, or about 
4 to 3. 
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IX.: | 


Spadille, Manille, Three, Four, and Five 
of Clubs, King, and one ſmall Diamond, and 


three ſmall Hearts. Loſes 2234 to 405, or 


about 11 to 2, 


X. 


Three falſe Matadores ar Three of Clubs, 


King and Six of Diamonds, King and Six of 
Hearts, King and Six of Spades. Wins 215 
to 162, or about 4 to 3. 


XI. 


Three falſe Matadores, Three and Four of 
Clubs, King and Six of Diamonds, King, 
Six and Five of Hearts. Wins 291 to 86, or 
above 10 to 3. 

XII. 


Three falſe Matadores, Three, Four, and 


Five of Clubs, King and Six of Diamonds, 


two ſmall Hearts. Wins 1025 to 106, or near 
10 to I, ; 
XIII. 


» Manille, Baſto, Queen, Three, Four and 
Five of Clut's, King and one ſmall Diamond, 
two fmall Hearts. Wins 4895 to 3022, or 
above 8 to 5. 

XIV. 


Manille, Baſto, Knave, Three, Four and 
Five of Clubs, King and one ſmall Diamond, 
two 
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two ſmall Hearts. Loſes 4162 to 3755, or al- 
moſt 10 tq . 
XV. 


Spadille, Three, Four, Five, and Six of 
Clubs, King and one ſmall Diamond, King 
of Spades, King and one ſmall Heart. He 
muſt lead a ſmall Trump, and his Chance then 
for winning is 1749 to 890, or near 2 to 1 for 


winning. 
XVI. 


Spadille, Three, Four, Five, Six, and Seven 
of Clubs, King and one Diamond, King of 
Spades, and King of Hearts. Wins about 
275 to 2. 


CHAP. V. 
Games in Red, Elder Hand. 


I. 
HR EE Matadores in Hearts, King, and 


L one Diamond, King and one Spade, 
King and two Clubs. Wins 24 to 11, or 
about 2 to 1. : 


II. 


Three Matadores and Three of Hearts, King 
and one ſmall Diamond, King and Queen 

Clubs, and two ſmall Spades. Wins 7010 to 
1661, above 4 to 1 ; beſides the Chance that 
his Kings and Queen paſs, though he ſhould 
not fetch out all the Trumps. call 
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III. 


Three Matadores and Three and Four of 
Hearts, King and one ſmall Club, and three 
Diamonds. Wins almoſt 4 to 3. 


IV. 
| Three Matadores, Three, Four, and Five 
"08 of Hearts, two ſmall Diamonds, two ſmall 
5 Clubs. Wins 291 to 86, or above 10 to 3. 


V. 


Spadille, Manille, Punto, Queen, Three 
and Four of Hearts, two ſmall Diamonds, and 
two ſmall Clubs. Loſes 1706 to 1339, Or 

above 5 to 4. | 


* 4 Spadille, Manille, Punto, Three, Four, and 


Five of Hearts, two ſmall Diamonds, two 


{mall Clubs. Loſes 1514 to 1125, or above 
410 3. 
VII. | 
Spadille, Manille, King, Three, Four, and 
Five of Hearts, two fmall Diamonds, two 


{mal} Clubs. Loſes 278 to 99, or about 14 
to p. 


VIII. 
Spadille, Manille, Three, Four, Five, and 


Six of Hearts, two ſmall Diamonds, two ſmall 


Clubs. Loſes above 3 to 1. 


X. 
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IX. 
Spadille, Manille, Three, Four, Five and 
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Six of Hearts, King and one Club, two ſmall J 
Diamonds. Wins "1643 to 794, or above 9 1 
to 4. ; 
x [ 

Spadille, Manille, Two, Three, Four, Five, 7 
Six of Hearts, two ſmall Diamonds, one ſmall 4M 
Club. Wins above 9 to 1, nearer 10 to 1. 1 
XI 5 3 : | 

Four Matadores in Hearts, King and two 1 
ſmall Clubs, King and two ſmall Spades. 9 

Wins about 16 to t. That he fetches out 7 
the Trump is 7206 to 1465, near 5 to 1; be- 9 
ſides the Chance for his King's paſting, chough . 
the Trump ſhould not fall. ; 1 
XII. 1 

Three falſe Matadores and Three of Hearts, 92 
King and one ſmall Club, King and one Dia- 1 

mond, King and one ſmall Spade; Loſes y | 

5791 to 2880, or above 2 to 1. | bit 

| XIII. b. 

| ; 9 

| Three falſe Matadores, Three and Four of 3» 
earts, King and one Club, King and two RN 

| Spades. Wins 215 to 162, or about 4 to 3. 2 
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XIV. 


Three falſe Matadores, Three, Four and 
Five of Hearts, King and one ſmall Club, 
two ſmall Spades. Wines 291 to 86, or above 


10 to 3. 
XV. 


Three falſe Matadores, with' the Knaye, 
the Three, Four and Five of Hearts, one 
ſmall! Diamond, two, ſmall Spades. Wins 
1025 to 106, near 10 to one; but you are to 
ſuppoſe the Lead is to come into your Hand 
a ſecond Time, without trumping with a 


Matadore. 
we” 5 


Three falſe Matadores, with the Queen, 
the Three, Four and Five of Hearts, one 
ſmall Diamond, two ſmall Clubs. (As the 
former) wins near 10 to 1. hs * 


XVII. 


Manille, Baſto; King, Three, Four and 
Five of Hearts, King and one Diamond, two 
imall Clubs. Loſes 1514 to 1125, or about 
4 50 3. . 

XVIII. 


N Manille, Baſto, Queen, Three, Four and 
Five of Hearts, King and one Club, two ſmall 
Spades. Loſes 278 to 99, or near 3 to 1. 


XIX. 


922 
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XIX. 


Manille, Baſto, Three, Four, Five and Sis : 
of Hearts, King and'one Diamond, two ſmall 
Clubs. Loſes 2639 to 405, or about 6'to 1. 


XX. 


Spadille, Two, Three, Wi Five * Six 
of Hearts, King and one Diamond, King of 
Spades, and the King of Clubs. That he 


fetches out three Trumps by playing Spadille, 


is above 4 to I, and conlequently above 4 to t 
for winning. 


XXI. 
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Spadille, Three, Four, Five and Six of 
Hearts, King and one Diamond, King and 
one Spade, and the King of Clubs. 

That three ſure Tricks in Trumps lie 
againſt the Player is 1384 to 1255, and con- 
ſequently the Odds is againſt his winning the 
Game. 

If he plays the Game, he muſt begin with 
leading a ſmall Trump; for if he plays Spa- 
dille, he has no Chance at all. 

At his ſecond Lead be ought to play Spa- 
dille, having the faireſt Probability of winning 
the Game by that Method of Play. 

In all the Games of Falſe Matadores, we 
have ſuppoſed the Player is not over. ruffed be- 
tore it comes again into his Hand. 
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N. B. If you ſhould have a Sans prendre 
Game, and it ſhould be 5 to 4 for winning it, 
you are to conſider that the calling a King 


makes it a ſure Game won, beſides the Chance 


of winning a Voile; and therefore, upon a ſtrict 
Calculation, it is found to be more adviſeable 
to call a King in ſuch a Caſe. 

N. B. A good Player may play a weaker 
Game, either elder or younger Hand, than 
middle Hand. | 


C HA r. VI. 
Laws at 9UADRILLEE. 

5 

W HOEVER names any Suit for Trumps, 

he muſt abide by it, though it ſhould 

happen to be his worſt Suit. 

l 

If a Card happens to be faced in dealing, 


you muſt deal again, except it is the laſt 


Card. | 
III. 


1 you play with eleven Cards, you are 
baſted. 
5 IV. 


If you play Sans prendre, or have Mata- 
dores, you are to demand them before the next 
Dealer has finiſhed his Deal, otherwiſe you 
loſe the Benefit of them. 1 


wt 2 ks el 
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N 
If any Body names his Trump without aſk- 


ing Leave, he is obliged to play Sans prendre, 


unleſs he is the younger Hand, and all the reſt 
have paſs'd, 52 


If any Body plays out of his Turn, that 
Card played may be called at any time in that 
Deal, provided he does not revoke ; or the 


who played out of his Turn, or his own Part- 
ner, to play any Suit he thinks fit, 


VII. 


After the Game is won, if the Perſon who 
won the fixth Trick plays a ſeventh Card, he 
is obliged to play for the Vole. 


VII. 


If you have four Kings'dealt you, you are 


at liberty either to call a Queen to one of 
your Kings, or to call one of your Kings; but 
you are not to call the Queen of Trumps. 


IX. 


If any Body ſeparates a Card from the reſt, 
he ought to play it, if the adverſe Party has 
ſeen it, unleſs he plays Sans prendre. 


) 


E 2 X 


Adverſaties may demand the Partner of him, 
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„. 


If the King called, or his Partner plays out 
of his Tun. no Hels is to ihe played an 


Þ + 1 


No perſon is to be baſted for a Renounce, 
unleſs the Trick is turned ,and,quitted ; and 
if any Perſon renounces, and it: is [diſcovered 
if the Player ſhould-happen to be--baſted by 
ſuch Renounce, all: the Parties are-to take up 
their Cards, and play them over again. 


; XII, 


If Spadille 1s forced to play, he 1s not 
wied to nabe his three Lan, of 


XII. 


Whoever undertakes playing the Vole, has 
the Preference of playing before him who 
offers to play Sans prendre. 


XIV. 


to play, let the Perſon have the Preference of 
playing who plays for the moſt Tricks, 
which will prevent ſmall Games n being 
played, 


— 


If all Parties agree to it, before you begin | 


1 


yo 


_ . ” 


The Player is entitled to know who is his . 


King called, before he declares for the Yole. 
XVI. 125 


When ſix Tricks are won, he who won 


the ſixth Trick ought to ſay, I play the Vole; 
or I do not play the. Vole ; or J alk and 
nothing elſe. 


# 


| XVII. 

He who wins the Vole is to take double the 
vtake played for out of the Pool. 
XVII. 


He who aſks Leave, (if elder Hand), may 
play Sans prendre, in Preference to any of the 
other Players. 


| SER ia... . 

If you have one ry only, you may call 
yourſelf, but muſt win fix Tricks. 

XX. 

If E. play the King ſurrendered, he muſt 
win ſix Tricks who demands the King of any 
Body * + «6 

XXI. 


He who has paſſed once, (unleſs he has 
Spadille), has no Right to play afterwards ; 
allo, he who has _ the Queſtion is obliged 

3 | to 
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to play, unleſs ſome 'Body elſe plays Sans 


prendre. | 
| XXII. 


If the Player, or his Friend, ſhew their 
Cards before they have won fix Tricks, the 
Adverſaries may call their Cards as they pleaſe, 
ſpecifying each Card. 


— 7 "BY 


Whoever has aſked Leave cannot play Sans 
prendre, unleſs he is forced. | 


XXIV. 


You are at Liberty to look at the Tricks 
when you are to lead, but not otherwiſe. 


XXV- 


Whoever undertakes playing for the Yole, 
and does not ſucceed, has a Right to the 


Stakes Sans prendre, and Matadores if he has 


them, having won his Game. 
| XXVI. 
Forced Spadille cannot play for the Vole. 
XXVII. 


If any Perſon diſcovers his Game, he is not 
entitled to play the Vole. 


XXVII. 


Game of QUADRILLE, 115 
XXVII. 


If there happen to be two Cards of the 
ſame Sort, and found out before the Deal is 
ended, the Deal is void, but not otherwiſe. 


XXIX. 


No Body is to declare how many Trumps 
are played out. 
XXX. 


He who plays, and does not make three 
Tricks, is to be baſted alone, unleſs he plays 
forced Spadille. 


End of QUADRILLE. 
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A SHORT 
TREATFTISE 
On the GAME of 


ES 


DIRECTING, 


With moral Certainty, how to difcard any 
Hand to Advantage, by ſhewing the Chances 
of taking in any one, two, three, four, or 
five certain Cards. 


CoMPUTATioNns for thoſe who bet their 
Money at the Game. 


ALSO 
The LAWS of the GAME. 


To which are added, 


Some RUL Es and OBsERvVAT1ONS for play. 
ing well at CHESS. 


The FourxTH EDITION. 


By ErmonD Hort E, Gent. 
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TREATISE 
On the GAME of 0 
PIQUE T. 


H. A P; I. 


General RULss for playing at PIQUET. 
We are to play by the Stages of your 


Game ; what is meant by them, is, that - 


when you are backwards in the Game, or be- 
hind your Adverſary, you are to play a puſh- 
ing Game, otherways you are to make twen 
ſeven Points Elder-hand ; and thirteen-Points 
Younger-hand ; and you are always to com- 
pare your Game with your Adverſary's, and 
diſcard accordingly. 


II. | p 
You are to diſcard in Expectation of win- 
ning the Cards, which is ſo eſſential a Part of 


the Game, that it ang” makes twenty- 
two or twenty-three Points Difference ; there- 


fore you are not to di card for low Quator ze, 
ſuch as three Queens, three Knaves, or three 
Tens. 
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Tens, becauſe in any of theſe Caſes, the Odds 
are three to one, Elder- hand, that you do not 
ſucceed, and ſeventeen to three, Younger- 
hand; for let us ſuppoſe you ſhould go for a 
Quatorze of Queens, Knaves, or Pens, and 
throw out an Ace ora King; by ſo doing you 
run the Riſk of loſing above twenty Points, 
in Expectation of winning fourteen Points, 


III. 
At the Beginning of a Party you are to 

play to make your Game, which is twenty- 
ſeven Points Elder-hand, and thirteen Points 
Younger-hand ; therefore, ſuppoſe you are 
Elder-hand, and that you have a Terce-Major, 
and the ſeven of any Suit, it is five to two 
but that you take in one Card out of any four 
certain Cards; therefore, ſuppoſe you thould 
have three Queens, three Knaves, or three 
Tens, you are in this Caſe to diſcard one of 
them preferably to the Seven of ſuch a Suit, 
becauſe it is three to one that you do not take 
in any one certain Card, Elder- hand, to make 
you a Quatorze, and conſequently you dif- 
card the deven of ſuch a Suit to a great Diſ- 
advantage. 5 

IV. 


If your Adverſary is greatly before you in 
the Game, the Conſideration of winning the 
Cards muſt be put quite out of the Queſtion; 
therefore ſuppoſe you ſhould have a Quart to 
' a Queen, or a Quart to a Knave; in which 


Caſe 
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Caſe it is only about five to four, being Elder- 
hand, but that you take in a Card to make 
you a Quint, and about three to one hut that 
you take in a Queen, a Knave, or Len; and 
ſhould you have three of either dealt you, it 
is good Play to make a Puſh, for the Game, 


particularly if it is ſo far advanced as to give 


you but little Chance for it in another Deals 
and in this, and other Caſes, you may have 
Recourſe to the Calculations aſcertaining the 
Oads?- „ de 9 ry oy 1009 

V. | 


| To gain the Point, | enerally makes ten 
Points difference; therefore, when you diſ- 
card, you muſt endeavour to gain it, but ot 


iſk the loſing of the Cards by ſo doing. 


VI. 


* —_ 
"» 


The faving of your Lurch, or the lurching 
of your Advetſary, is fo material; that you 
ought always to riſk ſome Points to accom- 
par ener em. 8 


N 2 


A, 2! . 


If you have ſix Tricks, with any winning 
Card in your Hand, never fail playing that 
Card; becauſe, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 


Play you diſcover what Cards your Adverſary 
vas laid out. 
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twenty-eight that he ſucceeds, he 
that Caſe four certain Cards to take in to make 
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VIII. 
If you are greatly advanced in the Game, 


as ſuppoſe you are eighty to fifty, in that Caſe 


it is your Intereſt to let your Adverſary gain 

Points for your one as often as you can, 
eſpecially if the riext Deal you are to be Elder- 
hand; but if, on the contrary, you are to be 
Yournger-hand, and are eighty-lix to fifty or 


fixty, never regard the loſing two or three 


Points for the gaining of one, becauſe that 
Point brings you within your Shew. - 


IX. 
The Younger-hand is to play upon the 


Defenſive; therefore in order to make his 


thirteen Points, he is to carry Terces, Duarte, 
and eſpecially to ſtrive for the Point: but ſup- 
poſe him to have two Terces from a King, 
Queen, or Knave, as it 1s twenty-nine to 

— in 


him a Quart to either of them, and, perhaps, 
thereby fave a Pique, &c. he ought preferably 
to go for that which he has the moſt Chance 
to ſucceed in : But if, inſtead of this Method 
of Play, he has three Queens, Knaves, or 
Tens, and ſhould attempt to carry any of 
them preferably to the others, the Odds that 
he does not ſucceed being ſeventeen to thtee 
againſt him, he conſequently diſcards to a 
great Diſadvantage. 1 
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X. 


The Elder or Younger-hand is ſometimes 
to ſink one of his Points, a Terce, or three 
Kings, Queens, Knaves, or Tens, in Hopes 


of winning the Cards; but that is to be done 


with Judgment, and without hefitating. 
e 


It is often good Play for a Lounger - hand 
not to call three Queens, Knaves, c. and to 
ſinkfone Card of his Point, which his Adver- 
ſary may ſuppoſe to be a Guard to a King or 


ueen. 
15 XII. 


The Younger-hand having the Cards equally 
dealt him, is not to take in any Card if 
thereby he runs the Riſk of loſing them, un- 
leſs he is very backward in the Game, and has 
then a ſcheme for a great Game. R 


. 
If the Vounger- hand has a Probability of 


ſaving or winning the Cards by a deep Diſ- 


card; as for Example, ſuppoſe he ' ſhould 
have the King, Queen, and Nine of a Svit, 
or the King, Knave, and Nine of a Suit; in 
this Caſe he may diſcard either of thoſe Suits, 
with a moral Certainty of not being attacked 
in them; and the Odds that he does not take 
in the Ace of either of thoſe Suits being 

M 2 _ againſt 
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againſt him, it is not worth his while to diſcard 
other wiſe in Laien of ſucceeding. 
n 
"The Younger-hand having 5 three Aces dealt 
him, it is generally his beſt lay to throw out 
the fourth Suit. | 


Tue Younger-ind is generally to carry 
Guards to his Queen-Suits, in order to make 
Points, and to ſade the Cards. 


XVI. 


When the Younger-hand obſer ves that the 
Kider-hand, by calling his Point, thas five 
Cards which' will make- five Tricks' in Play, 
and may have the Ace and Queen of another 
Suit, he ſnould throw away the Guard to that 
King, eſpecially if he has put out ont of that 
Suit, which will give bim an even Chance of 
92 55 the Cards. 

XVII. 


lk the Elder-hand has a ane to a King 
dealt him, with three Kings and three Queens, 
(ineluding the King tochis Quart), and that 
he is obliged to diſcard, either one of his 
Quart to the King, or to diſcard a King or 
W 
1 b Which is beſt for him to diſcard ? 
Anſwers 


+ end to it cot. i coo ww ' + and 
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Anſwer. The Chance for taking in the Ace 
or Nine to his Quart to a King, being one out 
of two certain Cards, is exactly equal to the 
taking either a King or a Queen, having three 
of each dealt him; therefore he is to diſcard 
in ſuch a Manner as gives him the faireſt Pro- 
bability of winning the Cards. 1 

The foregoing Cafe may be a general Di- 
rection to diſcard in all Caſes of the like Na- 
ture, either for the Elder or Younger- hand. 


X VIII. 


Suppoſe the Elder. hand bas taken in his five 


Cards, and that he has the Ace, King, and 
Knave of a Suit, having diſcarded two of that 
Suit: He has alſo the Ace, King, Knave, and 
two ſmall Cards of another Suit, but no win- 
ning Cards in the other Suits. - : 

Query. Which of theſe Suits is he to phy 
from, in order to have the faireſt Chance of 
winning, or ſaving the Cards? 10 

Anſuer. He is always to play from thr: Suit. 


of which he has the feweſt in Number; be- 


cauſe, if he finds his Adverſary guarded there, 
the Probability is in his Favour that he is 


unguarded in the other Suit; and ſhould he 


play from the Suit of which he has the moſt 
in Number, and finds his Adverſary's Queen 
guarded, in that Caſe he has no Chance t6 
{ave or win the Cards. 9 2 yo 


M 3 XIX. 
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w XIX. 


If the Elder-hand is ſure to make the Cards 
equal, by playing of them in any particular 
Manner, and is advanced before his Adverſary 
in the Game, he is not to riſk the loſing of 
them; but if his Adverſary is greatly before 
him, in that Caſe it is his intereſt to riſk the 
loſing of the Cards, in ExpeQation of winning 


of them, = MD) SW, 141 
no Kr is 
Particular RULEs and CAs ks. 
\ 


| een ou are Elder-hand; and that 
vou have dealt you a Quart -Major, with 
the Seven and eight of Clubs, the King and 
Ten of Diamonds, the King and Nine of 
Hearts, with the Ten and Nine of Spades. 
Query. Whether you are to leave à Card, 
by carrying the Quart- Major and two" more 
of the fame Suit ior the Point, with two other 
Kings; or to throw out one Card of your 
Point? * | | 
.-: Aufwer. If you throw out one Card of your 
Pount, there is a poſfibility that you reckon 
only five Points, and that your Adverſary may 
win the Cards, by ,which event he gets eleven 
Points, beſides hig three Aces, Oc. which 
gives you a bad Chance for the Game: But 
by leaving a Card, and admitting that N 
| Card 
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Card of Conſequence lies in the ſive Cards 
which you are entitled to take in, it follows, 
that you have four Chances to one againſt 
leaving that Card, and conſequently it is your 
Intereſt to leave a Card; the Odds are alſo 
greatly in your Favour, that you take in ſome 
one of the following Cards in your four Cards, 
viz. there are two to your Point, three Aces, 
and one King. K 40 wo; 


If you ſhould happen to have the Ace, 
King, and four ſmall Cards of any Suit, with 
two other Kings, and no great Suits againſt 

ou, the like Method of the former Caſe may 
be practiſed. 5 100 
F d 9 UE: bar 
Suppoſe you ſhould have:the King, Queen, 
and four of the ſmalleſt Clubs, the King and 
Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades. 

Query. How are you to diſcard, with a Pro- 
bability of making the moſt Points ? 

Anſwer. You are to throw out the Queen 
and four ſmall Clubs, and io carry three entire 
Suits, with the King of Clubs; for this Rea- 
ſon, becauſe the Chance for your taking in 
the fourth King is exactly the, ſame as the 
Chance of taking in the Ace of Clubs; in 
either of which caſes it is three to one againſt 
. But if you fail of taking in the fourth 
King, by diſcarding thus, you have a fair 
Chance to win the Cards, which will probably 

x make 
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make twenty-two Points Difference. But 
ſnould you diſcard with an Expectation of 
taking in the Ace of Clubs, and ſhould hap- 
pen to fail, you being obliged to throw out 
ſome of your great Cards, you would have a 
very diſtant Chance of either ſaving or winning 
the Cards. , * y ' 


Suppoſe you ſhould have the King and 
Queen of Clubs, a Terce- Major in Diamonds, 
Queen and Knave of Hearts, and a Quint 
from the Knave of Spades. 
Query. How are you to diſcard, with a Pro- 
bability of making the moſt Points ? 

Anſwer. You are to throw out the Quint to 
a Knave in Spades, in order to make the moſt 
Points; becauſe, let us admit that your Quint 
is good for every Thing after you * taken 
in, you in that Caſe only ſcore nineteen 
Points, if you carry it, and you probably give 
the Cards up, and alſo the Chance of a Sua- 
tor ze of Queens, beſides a great Number of 
Points in Play ; and conſequently, by carrying 
the Quint, you would diſcard to a great Diſ- 
advantage. 5 | 


\ Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs; the I and 

Knave of Diamonds ; the Queen, 'Ten, and 
Nine of Hearts, with the Ace and Nine of 
Spades, hal 


Query. 


. beet e << 
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Query. How are you to diſcard ? |. +1, 

Anſwer. You. are to diſcard the King, e- 
ven, Eight, and Nine of Clubs, and the Nine 
of Spades; by which Means you do not only 
go for three Suits, but you have the ſame 
Chance for taking in the fourth Queen, a8 
you would have to take in the Ace of Clubs: 
Beſides, the Probability of winning the Cards 
is greatly in * Favour, 180 this Method of 
Aran. 

VI. | 


Suppoſe you have the Queen, Tem Nine | 
Eight, and Seven of Clubs; the Knave anc 
Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Ace and Ire me 
Spades. | 

Query. How are you to diſcard * ras 

Anſwer. You are to diſcard the five - Clubs 
becauſe it is three to one that you do not 
take in the Knave of Clubs, and the carrying 
three entire Suits gives you a fairer Chance to 
ſcore more Points. 

VII. 


Suppoſe you have the Ace, een, and 
Katt of Clubs; the King, Queen and 
Knave of Diamonds ; the Queen and Knave 
of Hearts, with the Ten, Nine, Bb and 
Seven of Spades. 
Query How are you to diſcard ? iis 
Anſwer. You are to diſcard the Ace of Clubs 
and the four Spades, becauſe it is only 1 to 
our 


\ 
N 
L 
: 
4 


1 
4 
' 
. 
0 
* 
4 


— 
— 


— 


— DI 
———— 


— — 


8 


5 * 5 


Cs 
* 


. Fan Kos 
Rn * A 
AE 


—» 
* 


2 


_ 


L 


Ly 
f 
© 


Ten o 


130 4 TREATISI on PIQUET. 


four but that you take in a Queen or a Knave ; 
it is alſo about three to two that you take in 
an Ace: You have alſo three Cards to your 
Terce to a King, to take in, viz, the Ace and 
Ten, or the Ten and Nine, to make you a 
Quint; all which Circumſtances confidered, 
you have a fair Probability of making a great 
Game; whereas, if you ſhould leave a Card, 
by throwing out the four Spades only, you 
run the riſk of leaving one of the following 
Cards, viz, the King of Clubs, the Ace of 
Diamonds, the Ace, Queen, or Knave of 
Spades; in any of which Caſes you would 
probably loſe more Points than by throwing 
gut the Ace of Clubs; and if you ſhould carry 
two Suits, viz. three Clubs, three Diamonds, 
and the Queen of Hearts, you run the riſk 
ol putting out fourteen Points; and it is only 

five to four againſt your taking in a Queen or 
a Knave, and therefore you would diſcard to 
a great Diſadvantage. 


VIII. 
N you have the King, Queen, and 
a Suit, and that your Adverſary has 
the Ace, Knave, and one ſmall Card of that 
Suit; and that you have only thoſe three 
Cards left, and you are to make three Points 
of tem. 


Query. What Cards are you to play ? 
Anſwer. You are to play the Ten. 


IX. 


vo 
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IX. 


Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs; alſo the King, Queen, 
Ten, and Nine of Diamonds. 

Query. Which of theſe Suits are you t 
carry, in order to have the faireſt Probability 
of ſcoring the greateſt Number of Points? 

Anſwer. You are to carry the King, *. 
Ten, and Nine of Diamonds, becauſe the 
Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 
Clubs; and alſo the Chance of taking in the 
Knave of Diamonds is equal to that of taking 
in the Knave of Clubs ; by which Manner of 
diſcarding, you have a Probability of ſcoring 
hſteen Points for your Quint in Diamonds, 
inſtead of four Points for the Quart in Clubs, 
and the Chance for winning the Cards is bet- 
ter, becauſe by taking in the Ace of Diamonds 
2 have ſeven Tricks certain, which cannot 


happen by taking in the King of Clubs. 


X. Sor 


Suppoſe you have four Aces and two Kings 
dealt you Younger-hand, in order to capot the 
Elder-hand, you are to make a deep Diſcard, 
ſuch as the Queen, 'Ten, and Eight of a Suit; 
by which Means, if you happen not to take 
in any Card to ſuch ſuit, you may probably 
rapot the Adverſary. 

XI. 
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XI. 
Suppoſe, Elder-hand, that you have the 


Ace, Queen, Seven, Eight, and Nine of 
Clubs; alſo the Ace, Knave, Seven, Eight, 
and Nine of Diamonds. 

Query. Which Suit are you to carry, in 
order to make the moſt Points? 

Anſwer. You are to carry the Ace, Knave, 
Seven, Eight, and Nine of Diamonds, be- 
cauſe the taking in the King of Diamonds is 
equal to the taking in of the King of Clubs, 
and conſequenty as good for winning the 
Cards; but you have the Chance of taking in 
the Ten of Diamonds to make you fifteen 
Points, which Event cannot happen by taking 
in any one certain Card in Clubs: 


XII. 


de Elder- hand, that you have the 
Ace, Queen, Seven, Eight, and Ten of Clubs; 
alſo the Ace, Knave, Seven, Eight, and Ten 
of Diamonds. 

Query. Which Suit is beſt to carry ? 

Anfwer. You are to carry the Ace, Knave, 


Seven, Eight, and Ten of Diamonds, becauſe 


the Chance of raking in the King of Dia- 


monds is equal to the Chance of taking in the 


King of Clubs, and conſequently as good for 
winning the Cards; but you have an addi- 
tional Chance of taking i in the Nine of Dia- 
monds to make you hiteen Points, which 

Event 
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Event cannot happen by taking in one certain 
Card in Clubs. WIS | 
XIII. 


Suppoſe you have'the Ace, Queen, Ten, 


nd two more of a Suit; alfo the Ace, Queen, 


and Ten of another Suit only. And let us 
ſuppoſe, that your Adverſary has ſhewn fix 
Cards for his Point; ſuppoſe the Ace, Queen, 
and four ſmall ones, and ſuppoſe you are 
guarded in that Suit; as ſoon as you have the 
Lead, you are to play from the Suit of which, 
you have the feweſt in Number, becauſe if he 
is guarded in that Suit, he is probably un- 
guarded in the other Suit; but ſhould you 
begin with the Suit of which you have the moſt 
in Number, if he happens to be guarded there, 
you have then no Chance to win the Cards; 
which may prove otherwiſe, if you begin with | 
the Suit of which you have the feweſt in 
Number. If he is guarded in both Suits, you 
have no Chance to win the Cards. 


CHAP. III. 


Some ComPuTAT1ONS, directing, with moral 
 Certainty, how to diſcard well any Hand. 


I. | 
HE Chance of an Elder-hand's taking 
one certain Card 1s three to one againit 


N 9 83 


kim. 
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II. 


That of his taking two certain Cards is 18 
to 1 againſt him. 
III. 


I would know what are the Odds that an 
Elder-hand takes in four Aces? 
| againſt him. for him. 
Anſwer, That he takes? 68 
in 4 Aces 18; — 9 „ 
At leaſt 3 of them is about . 
2 of them . 
1 of them 2 0 
IV. 


If an Elder-hand has one Ace dealt him, 
what are the Odds that he takes in the other 
three? | 
: Thos ho aa againſt him. for him. 
Anfwer. at he takes 
in —4 3 Aces — A 
At leaſt 2 of them about . 
1 of them ö 
7 


If an Elder-hand has two Aces dealt him; 
what are the Odds that he takes in the other 


two? 
againſt him. for him. 


. That he 9 
in the other 2 Aces is 0 
At leaſt one of them is ee A 

5 to 4 againſt him, or le pes... 


— =. — y— 
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VI. 


In caſe the Elder-hand has two Aces and 
two Kings dealt him, what are the Odds that 
he takes in either the two Aces or two Kings 
remaining ? | 
| againſt him. for him. 
Anſwer. It is about — 17 to 2 


VII. 


Elder-hand having neither Ace nor King 
dealt him, what is his Chance to take in both 
an Ace and a King in 2, 3, 4, or 5 Cards? 

againſt him, for him. 

Anſwer. In 2 Cards is about 11 to' 1 

Wks In 3. Cards, — 4 to x 

7 In 4 Cards ' — * 9 to 5 

1, 09 N Gardy =. % 
; . 

What are the Odds that a Lounger - hand 
takes in two certain Cards? — 1 K 
Fe ig | | - againſt him. for him. 

Anſwer. — — „ 

What are the Odds that a Lounger- hand 
takes in three certain Cards? 
ee ee againſt him. for him. 
Anſuer.ä— — 11909 1 

IX. F 


The Younger-hand having no Ace dealt 
him, what Chance has he for his taking one ? 


- againſt him. for him. 
Anfwer. It is — 28 to 29 


N 2 ; 
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X. 
If the Younger-hand has one Ace dealt him, 


what are the Odds of his taking in one or two 


of the three remaining Aces? 

againſt him. for him. 
Anſwer, That he takes in 
two of them is about 


At leaſt one of them — 3 to 2 


XI. 


21 tO I 


takes in one certain Card ? 


againſt him. for him. 
Anf wer. That he docs not 


take it in, is — — 7 3 
What is the Odds of a Puart-Blanch ? 


againſt him. for him. 


Anſwer. 3 1791 to 1 
C H A P. IV. 


Err A e bt reh ib br 
foregoing CALCULATIONS, . 
| Ab ** by the firſt Calculation it is three to 
one, that being Elder-hand, you"do not 
take in one certain Card; you have, therefore, 
a. better Chance of advancing your Game, 
by carrying two Suits for Points and the 
Cards, than by aiming: at 1. of n 
Knave, or Tens. A 


3 
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What are the Odds that the Yojinger band 
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II. 


Second Calculation; to take in two certain 
Cards, Elder-hand, is eighteen to one againſt 
ou. | | 
g Therefore ſuppoſe you have a Quart · Major; 
and two other Aces dealt you, the Odds that 
you do not take in the Ten to your Quart 
Major, and the other Ace, is eighteen to one 
againſt you; but that you take in one of them, 
is only twenty-one to ſeventeen againſt * 
And ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen to one 
againſt your taking in the other Ace and the 
other King; yet it is not much above five to 
four, but that you take in one of them. This 
Example ſhews how you are to diſcard in 


Caſes of the like Nature. | 41 


III. | 
The Odds in taking in four certain Cards, 
as four Aces, &c. being nine hundred and 
ſixty- eight to one by the third Calculation, is 
ſo great a Chance of not ſucceeuing, that it is 
ſcarce worth further Notice. 
But to take in three Cards out of any four 
certain Cards, Elder- hand, is only thirty-three 
to one againſt you. Dy 79 0) 


3 
1 


Suppoſe you have two Aces and two Ki 
dealt 5 the Odds of taking in three of them 
out o 


tour certain Cards, ſuch as two Kings 
. and 


— 
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—— and one Ace, or two Aces and a Ring, are 
_— only thirty-three to one againſt you. 

= Hut ſuppoſe you ſhould want to take in any 
two out of four certain Cards, ſuch as. the 
Queen of Clubs, the Ten of Diamonds; the 
Ace of Spades, pln, Knave of Hearts, being 
Elder- hand, it appears by the Calculation to 
be three to one againſt you; and the Odds 
are the ſame for any two out of four certain 
Cards. 
But if, being Lee band, you only want 
one Card out of four, the Odds are five to two 
in your Favour that you take it in. There- 
fore, if you have ſour Lens, or any inferior 
Quatorze, dealt you, and no Ace, it is great 
Oddsin your favour, that, being Elder: hand, 
you take in one Ace, and ought to play your 
Game accordingly. But you muſt always 
conſider the Diſadvantage either of loſing the 
Cards, or run the Riſk of a Capot, which you 
run the Hazard of, by ſpoiling your Hand, 
with keeping four Tens when they are not 
good. 
3 92 
By the fourth Calculation, if you have one 
Mee dealt you, it is one hundred and thirteen 
to one, that you do not take in the — 
others; ſorty-nine to eight, or about fix 
one, that you do not take in two out of = 
three, but that you take in one out of the 
three, is about three to two in your, Favour, or 
one hundred and thirty- ſeven to nincty-one. 


As 


we 3 » LES ls HE. 


wy COÞ CD eee = To 
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As for E x AMPIRE. 

You have a Quart from a King, and two 
Kings more dealt you; as it is three to two 
that you take in either Ace or Nine to your 
Quart to the King, or the fourth King, as 
you have the Chance of reckoning fourteen or 
fifteen Points by this Method of diſcarding, 
you ought to play accordingly : And this Me- 
thod ſhews you how to play any Hand of the 
like Sort. JOY +91 1 
But if you ſhould diſcard, with an Expec- 
tation of taking in two Cards out of three 
certain Cards, the Odds againſt ſuch an Event 
being above ſix to one; your Game muſt in- 
deed be very deſperate, if you attempt to diſ- 
card to that purpoſe. The Chance of taking 
in three certain Cards, being one hundred and 
thirteen. to one, is a very diſtant Chance; yet 
even ſuch does happen. ſometimes, but ought 
never to be ventured upon, but when a Man 
has no other. reſource in the Game. 
The fifth Calculation is, that if you have 
two Aces dealt you, it is eighteen to one that 
you do not take in the two other Aces but 
only ſeventeen to twenty one that you take in 
one of them. Let us illuſtrate the Uſe of this 
by an Example; ſuppoſe you have a Quart- 
Major dealt you, and a Quart to a King, and 
that you are greatly behind your Adverſary in 
the Game; To take in the Ten to your 
Quart 
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Quart-Major is three to one againſt you; but 
to take in the Ace or Nine to your Quart to 
the King, is only about five to four againſt 
Boe U! 92 

Alſo, by the ſame Rule, ſuppoſe you have 
three Kings and three _ dealt you, the 
Odds of your taking in both a King and a 
Queen, are eighteen to one againſt you ; but 
that of your taking one of them, is only five 
to four againſt you. / 

All other Caſes of the like Nature may be 
diſcarded by this Method of Calculation. 


As, by the fixth Calculation, it is ſeventeen 
to two that you do not take in two certain 
Cards out of four, ſuch as two Kings, two 
ueens, Cc. you muſt. not, therefore, con- 
found this with the third Calculation, where 
the Odds are not above three to one that you 
take in two Cards out of the four. 


VII. 


Having neither An Ace nor a King dealt 
you, what are the Odds of your taking in both 
an Ace and a King in two, in three, in four, 
or in five Cards? 25 
Anſwer. To take in an Ace and a King. 
| ' againſt you. for you. 

In 2 Cards is about — 11 to 1 
In 3 Cards  — — 4 co 1 
In 4 Cards a — — 95720574 
In. 5 Cards — 33 to 31 
IE \ You. 
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You may obſerve, by the foregoing Calcu- 
lation, what are the Odds of taking in two, 
three, four, or five Cards, out of any eight 
certain Cards, and conſequently diſcard to the 
greateſt advantage. 

The foregoing Calculation is.ciher for the 
Elder or Younger-hand, 


2 eee, 


Let us ſuppoſe the Younger-band to have 
two Quatorze againſt him, he may obſerve, 
that it is not above ſour to one but that he takes 
in one of each of them. The like Rule may 
lerve for any other eight certain Cards. 


VIII. 


As by the ei ighth Calculation it is ſixty- two 
to one, that the Vounger- band does not take 
in two certain Cards, which Event happen- 
ing, he ought not therefore ta run the Hazard 
of ſo great a Ohance, but When his Game is 


deſperate, and does not PR bim another 
Deal. | Ty bal 
| IX. nen 
By the ninth Caleulation, as it is twenty- 
nine to twenty-eight that the Younger-hand 
takes in one Ace, having. none dealt him; 
The Calculation i is the ſame for py acht bY 
of four. certain Cards. 


| TEC 
As for EX AME. Fe 


11 16135 113 


Sumpaſe vou have two Quarts dean vou 
trom Toe King or — of any Suit, it is he 
ſame 
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fame Odds of twenty-nine to twenty-eight, 
but that you take in a Card to make one of 
them a Quint, and therefore you are to diſcard 
accordingly. | 

As alfo, that you take in either Ace, King, 
Queen, Knave, of any one Suit, when a 
Pique or a Repique is againſt you. 


X. 


The tenth Calculation is, that if the 
Vounger- hand has one Ace dealt him, it is 
twenty-one to one that he does not take in 
two Aces, and about tliree to two that he does 
not take in one of them; which Calculation 
holds good in the taking in any three other 


certain Cards. Therefore, for Example, let. 


us ſuppoſe, that as it is but three to two againſt. 
the "Younger-hand's taking one, Card out of 
three to ſaye a Pique, or a Repique, it would 
generally be reckoned. good Play, either to 
throw one from his Point, or diſcard a King, 
Oc. for the Event of ſuch a Chance. _ 


By the eleventh Calculation it is ſeventeen 
to three, Younger-hand, againſt your taking 


in any one certain Card; therefore the Odds 


of not ſucceeding in this Caſe are fo greatly 
againſt you, that it ought not to be attempted, 


eſpecially if the winning or ſaving the Cards 
is riſked by ſo doing, except in deſperate 
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CHAP. V. 

Cass of CURIOSITY and INSTRUCTION» 

OT E 

8 you are Younger-hand, and 


I that you have the Queen, Knave, Seven, 
Eight, and Nine of Clubs; alſo the Seven, 
Eight of Diamonds, the Seven of Hearts, and 
the Ten, Nine, Eight, and Seven of Spades; 
and that the Elder-hand has left a Card. 

Query. How are you to diſcard, to put it 
in the Power of the Cards to repique the 
Elder-hand ? ASA 
Arfwer. You are to carry the five Clubs and 
the four Spades, and to leave a Card; and by 
taking in the Ace, King, and Ten of Clubs, 
you repique your Adverſary. | 


IE 


Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the Ace of Hearts, and 
the Ace of Spades. 

Query. Whether you repique the Younger- 
hand, or not ? 

Anſwer. 'The Younger-hand may have a 
Quart Blanche, by having three Quarts from 
a Ten, which reckons firſt; and therefore he 
is not repiqued ? 


„ 
8 | HI. 


What is the higheſt Number to be made of 
a Pi que? 


— - 


* — — . — 
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Anſwer. Eighty-two Points. 

What are the Cards which compoſe. that 
Number ? 

Anſwer. A 9uart- Mayor in Clubs, a Quart- 
Major in Diamonds, Ace, King, and Ten of 
Hearts, with the Ace of Spades. 9 
This is only upon Suppoſition that the 
Quart- Major is good for every Thing. 


T 
* 


IV. 


What is the higheſt Number to be made of 2 
Repique and Capot ? 

Anſwer. A hundred and ſeventy Points. 
What are the Cards which compoſe that 
Number? | 

Anſwer, The four Terce- Majors, which arc 
ſuppoſed to be good for every thing. 


V. 


Suppoſe you are. Elder-hand, and that you 
want eight Points of the Game, and that the 


Younger-hand wants twenty-three Points; 


and ſuppoſe you have dealt you the Ace, King, 
and Queen of Clubs, the Ace, King, and 
Ten of Diamonds; the Ace, Knave, and 
Nine of Hearts; the Knave, Nine, and Seven 
of Spades: 

Query. How are you to diſcard, to prevent 
any Poſſibility of the Younger-hand's making 
twenty-three Points, and he is not to reckon 
4 2uart-Blanche ? „ 


Anſwer. 
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fame Time; for in the two firſt Caſes, the 
King being forced to go out of Check, the 
Queen or the Rook mult be loſt; and in the 
two laſt Caſes, a Rook muſt be loſt, at beſt; 
for a worſe Piece. 

XV. 


Take Care that no guarded Pawn of your 
Adverſary's fork two of your Pieces. 
XVI. 
When the Kings have caſtled on different 
Sides of the Board, the Adverſary muſt ad- 
vance upon the other King the Pawns he has 
on that Side of the Board, taking Care to 
bring bis Pieces, eſpecially his Queen and 
Rooks, to ſupport them; and the King that 
is caſtled, is not to ſtir his three Pawns till 
XVII. 


In playing the Game, endeavour to have a 
ove, as it were in Ambuſcade; what is 
meant by it, is to place the Queen, Biſhap, 
or Rook behind a Pawn, or a Piece in ſuch a 
Manner, as that upon playing that Pawn, or 
Piece, you diſcover a Check upon your Adver - 
ſary's King, and conſequently may often get a 
Piece, or ſome other Advantage by it. 
| XVII. | 
Never guard an inferior Piece with a better, 
if you can do it with a Pawn, becauſe that 
| P better 


— 
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better Piece may in that Caſe be, as it were, 
out of Play; for the ſame Reaſon, you ought 
not to guard a Pawn with a Piece, if you have 
it in your. Power to guard it with a Pawn, 


XIX. 


A Pawn paſſed, and well ſupported, often 
coſts the Adverſary a Piece. And if you play 
to win the Game only, whenever you have 
gained a Pawn, or any other Advantage, and 
are not in Danger of loſing the Move thereby, 
make as frequent Exchanges of Pieces as you 


Cal. 
XX. 


If you have three Pawns each upon the 
Board, and no Piece, and you have one of 
your Pawns on one Side of the Board, and 
the other two on the other Side, and your 
Adverſary's three Pawns are oppoſite to your 
two Pawns, march with your King, as ſoon as 
ou can, to take his Pawns ; al if he goes 
with his King to ſupport them, go on to 
Queen with your ſingle Pawn ; and if he goes 
to hinder him, take his Pawns, and puſh the 


others to Queen. This ſhews the Advantage 
of a paſſed Pawn, 


XXI. 

At the latter End of a Game, each Party 
having only three or four Pawns on different 
Sides of the Board, the Kings are to endea- 
vour to gain the Move, in order to vin the 

| 22 Game, 
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Game. For Example, if you bring your King 
oppoſite to your Adverſary's King, with only 
one Houſe between you; you will have gained 
the Move, at 

XXII. | 


When your Adyerſary has his King and 
one Pawn on the Board, and you have your 
King only, you will never loſe that Game, if 
you can bring your King to be oppoſite to 
your Adverſasy's, when he is immediately ei- 
ther before, or on one Side of his Pawn, and 
there is only one Houſe between the Kings. 


os na. 1 1:98; \ mg, 
When your Adverſary has a Biſhop and one 
Pawn on the Rook's Line, and his Biſhop is 


not of the Colour that commands the Corner- 


houſe his Pawn is going to, and you have only. 


your [Os if you can get into that Corner, 
you can't ole that Game, but may win it by a 


XXIV. ,, 


When you have greatly the Diſadvantage 
of the Game, having only your Queen leſt in 
Play, and your King happens to be in the 
Poſition of Stale · Mate, keep giving Check to 
your Adverſary's King, always taking Care not 
to check him where he can intetpoſe any of 
his Pieces that make the Stale; ſo doing you 
will at laſt force him to take your Queen, 


P 2 4 and. 
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and then you win the Game, by being in a 
Stale - Mate. | arg. thy Ae, eat 
Sar. XXV. 


Never cover a Check with a Piece that a 
Pawn puſhed upon it may take, for fear of on- 
ly getting that Pawn for it. 8 


„ 
Always take Care that your Adverſary's 
King has a Move, for fear of giving a Stale- 
Mate; therefore don't crowd him up with your 
Pieces, leſt you inadvertently give one. 


Explanations and Applications of ſome. of the 
foregoing Rur EA and OBSERVATIONS: 
- F e 2 1 5 NN 


| 6 1, | {x3 -f<2 $90 
3 you play the open Game, 
- or the cloſe Game, be ſure you bring 
out all your Pieces into Play before you begin 
to attack; for if you don't, and your Adver- 
ſary does, you will always attack, or be at- 
tack d, at a great Difadvantage: This is ſo 
eſſential, that you had better forego an Ad- 
vantage than deviate from it; and ] may ven- 
ture to pronounce, that no perſon can ever 
play well at this Game, that does not pur this 
ule ſtrictiy in Practice; and don't let any 
Body imagine, that theſe preparatory Moves 
are uſeleſs, becauſe he does not receive an im- 
mediate Advantage from them; they are juſt 


as neceſſary as it is at Whiſt to deal thirteen 
| g Cards 
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Cards round before you begin to play. In 
order to bring out your Pieces properly, I 
would adviſe to puſh on your Pawns firſt, and 
ſupport them with your Pieces; and you will 
receive this Advantage from it, that your 
Game won't be crowded : 1 mean by this, 
that all your Pieces will be at Liberty to play 
and aſſiſt each other, and ſo-co-operate. to- 
wards. obtaining your End: And this farther 
is to be obſerved, that either in your Attack, 
or Defence, you bring them - cut ſo as not to. 
be drove back again. : | 


When you have brought out all your Pieces, 
as I have premiſed, which you will have done 
very well, eſpecially if you have your Choice 
on which Side to caſtle, (which I would al- 
ways adviſe to do), I would then pauſe a while, 
and conſider thoroughly my own and my Ad- 
verſary's Game, and from his Situation, and 
obſerving where he is weakeſt, I would not 
only take my Reſolution where to caſſle, but 
likewiſe where to begin my Attack; and it 
ſtands to Reaſon, you can't do it in a better 
Place than where you are ſtrongeſt; and your 
Enemy weakeſt, By this Method, tis ve 
probable that you will be able to break — 
your Adverſary's Game, in which Fray ſome 
Pieces muſt of courſe be exchanged. But 
now pauſe again, and ſurvey botn Games at - 
tentively, and don't let your Impetuoſity hurry 
you on too far with this firſt dueceſs; and my 
; 1 Advice 
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Advice to you now in this critical Juncture 
(eſpecially if you ſtill find your Adverſary 
pretty ſtrong) 1s to rally your Men again, and 
put them in good Order for a ſecond or third 
Attack, if needful, ſtill keeping your Men 
clole and connected together, ſo as to be of 
Ute to each other: For want of'this Method, 
and a little Coolneſs, I have often. ſeen an 
almoſt ſure victory ſnach'd out of a Player's 
Hands, and a total Overthrow enſue. But if, 
after all, you can't penetrate ſo far as to win 
the Game, nevertheleß, by obſerving theſe 
Directions, I apprehend you may ſtill be very 
ſure of having a well diſpoſed Game; and this 
brings me to the third Part of the Game, 
which is the Concluſion, : 


III. 


And now that I am come to the laſt Period 
of the Game, which abounds alſo with Diffi- 
culties and Niceties, it muſt be obſerved, 
where your Pawns ate ſtrongeſt, beſt con- 
need together, and neareſt to Queen; you 
muſt likewiſe mind how your Adverſarys 


Pawns are diſpoſed, and in what Degree of 


Preferment they are; and compare theſe 
Things together, and if you find you can get 
to Queen before him, you. muſt proceed with- 


out Heſitation; if not, you muſt hurry on 


with your King to prevent him: I ſpeak now, 
as ſuppoſing all the Noblemen are gone; if 
not, they are to attend/your Pawns, and 1 
* „ k W 


9 5 | , 
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wile to prevent your Adverſary from going to 


Some general Ru L Es, by Way of Corroboration 
and Supplement to what has been already ſaid. 


„ 4 

py 

N . * N 

.- N 


ON'T be too much afraid of loſing a 
Rook for an inferior Piece: My Reaſon 
is this, N a Rook is better than any 
other, except the Queen, yet it ſeldom comes 
into Play, ſo as to operate, until the End of 0 
the Game; and therefore it happens very | 

| 


ls es Eo IONS © 43 SÞ., tA tht 


often, that tis better to have a leſs good Piece i 
in Play than a better out. [ 
IL | 
When you have moved a Piece, fo: that 

your Adverſary drives you away with a Pawn, 
take it for granted (generally ſpeaking) that 

it is a bad move, your Enemy. gaining that 

double Advantage over you of advancing him» 

ſelf, and making you retire: I think this de» 

ferves Attention; for although the firſt Move 

may- not be much between equal and good: 

Players, yet the Loſs of one or two more, 

after the firſt, makes the Game almoſt irre- 

trievable. Alſo, if you defend and can re- 
cover the Move, or the Attack, (for they 

both go together), you are in a fair Way of 

winning. 5 7 20d 
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III. 


If you make ſuch a Move as that, Having 
Liberty to play again, you can make nothing. 
of it, take it for granted it is an exceeding 
bad one; for at this nice Game no Move can 
be indifferent, | 

| IV. 


If your Game is ſuch, that you have ſcarce 
any Thing to play, 'tis your own Fault, either 
for having brought out your pieces wrong, 
or, which is worſe, not at all; for if you have: 
brought them out right, you muſt have Va- 
nety enough to play. e 

Don't be too much afraid of doubling 2 
Pawn ; three Pawns together are ſtrong ; but 


four, that make a Square, with the Help of 


other Pieces well managed, make an invincible 
Strength, and, probably, in Time of Need, 
may produce you a Queen: On the other Side, 
two Pawns, with an interval between, are no 
better than 'one; and if, imprudently, you 


ſhould have three over each other in a Line, 


e Game can't be in a. worſe Situation: 
xamine this on the Table, and the Truth 
of it will ſtrike you. Vour Buſineſs, there- 


fore, is to keep your Pawns cloſe cemented 


and connected together, and it muſt he great 


Strength; on the other Side that muſt over- 
power them. wa 


— 


VI. 
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VI. 


When a Piece is ſo attacked as that you 
cannot fave it, give it up, and beſtow. your 


Thoughts how to annoy your Enemy in ano- , 
ther Place, whilſt he is taking it; for it very 


often happens, that whilſt your Adverſary is. 


running madly after a Piece, you either get a 


Pawn or two, or ſuch. a Situation as ends in 
his Deſtruction. * 
VII. 


Suppoſing your ueen- and another Piece 


are attacked at the ſame Time, and that by 
removing your Queen, you mult Joſe your 
Piece; in this Caſe, if you can get tw pieces 


in Exchange for your Queen, 1 would adviſe 

ou rather to do it than retire ; fot obſerve, 
it is the Difference of three Pieces, which 1s 
more than the Worth of a Queen; beſides. 
that you keep your Game entire, and preſerve” 


your Situation, which very often is better than. - 
a Piece; nay; rather than retire, I would give 


my Queen for a Piece, and a Pawn or two, 
nay, almoſt for what I can get: for do but 
obſerve amongſt good Players this one Thing, 


(to convince you this Advice is not bad), that 


when the Attack and Defence 1s thoroughly 


formed, and every Thing, prepared for the 


is 0 
Act of the Perfon that defends: to. retire, it 
generally ends in the Loſs of the Game of the 
attacked Side. * 


Storm, if he that plays firſt is obliged” by the 


VIIL. 
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VIII. : 
Don't aim at changing without Reaſon ; tis 
"i ſo far from being right, that a good Player 
= will take this Advantage of it, that he will 
ſpoil your Situation, and mend his own : But 
in theſe following Caſes tis quite right; when 
you are ſtrongeſt, eſpecially. by. a Piece, then 
every Time you change, your Advantage in- 
cereaſes; this is ſo plain it needs no Argument. 
Again, when you have play'd a Piece, and 
your Adverſary oppoſes one to you, change 
directly, for it is plain he wants to remove 
you; prevent him, therefore, and don't loſe 


the Move. Js 
{2 $ bh _ 

Every now and then I would have you, caft 
up your Game, and make the Balance, then 
take your Meaſures accordingly. 


[3 4 


At the latter end of the Game eſpecially, 
remember your King is a capital Piece, and 
don't let him: be idle; tis by this Means ge- 
nerally you get the Move and the victory. 


- Obſerve this alſo, that as the Queen, Rook, 
and Biſhop. operate at a Diſtance, tis {not 
always neceſſary in your Attack, to have them 
near Jour Adverſary's King; they do better 
1 Ak- 
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at a Diſtance, can't be drove away, and pre- 


8 vent 2 Stale-Mate. 

ly | 
11 When you have a Piece that you can take, 
it and that can't eſcape you, don't be in a Hurry ; 
n ſee where you can make a good Move elſe- 
n where, and take 1t at your Leiſure. 
yi 9 ö 

"= XIII. 

d 


"Tis not always right to take your Adver- 
ſary's Pawn with your King, for very often it 


10 happens to be a Safeguard and Protection to 

your King. N 75 
| XIV. 

K When you can take a Man with different 

— Pieces, don't do it with the firſt that occurs, 

ON, but conſider thoroughly with which you had 
[beſt take it. = | , 

8 | Laws at CHESS. 

v. 

id . 1. 17 9 1 iq 

19 IF you touch your Man, you muſt play it, 
4 and if you quit it, you cannot recall it. 

II. 

* If by miſtake, or otherwiſe, you play a falſe 

I Move, and your Adverſary takes no Notice of 

ml it till he hath played his next Move, neither 


at- of you can-recallit. 


III. 
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III. 

If you miſplace your Men, and play two 

Moves, it lieth in your Adverſary's Power, or 


Choice, whether he will permit you to begin 
the Game, ot not. * 


If the Adverſary playeth, or diſcovereth a 
Check to your King, and gives no Notice of 


it, you may let him ſtand ſo till he gives 


Notice. 
; of 


After your King has moved, you cannot 
eaſtle. 


— 
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On the GAME of 
BACK-GAMMON. 


CONTAINING 


A TABLE of the thirty-ſix , 
Chances, with Direction 
how to find out the Odds 
of being hit, upon fingle, 
or double Dice. | 

Rules whereby a Beginner 
may, with due Attention 
to them, attain playing 
it well. | 

The ſeveral Stages for car- 
rying your Men home, 1n 
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order to loſe no Point. 


How to find out who is 
forwardeſt to win a Hit. 
Cafes ſtated for Back- 
Games, with Directions 
how to play for one. 
Caſes ſtated, how to kngw 
when you may have 
the better of ſaving a 
Gammon by running. 
Variety of Cates of Curi- 
oſity and Inſtruction. 
The Laws of the Game. 
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TREATISE 
On the GAME of | 


1 Be .GAMMON. 


CHAP. 1 


ECAUSE it is neceſſary for a Learner 
to know how many Points he ought to 


throw upon the two Dice, one Throw with 


another, we ſhall take the A Method 
to de monſtrate it. 


I would know how many Chances there are 
upon two Dice ? 

The Anſwer is thirty-ſix, 

I would alſo know how many Points there 
are upon the thirty-ſix Chances? ö 4 


Q "I The. 


. 
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The Anſwer to which take as follows: 


Viz. 


2 Aces 

2 Deuces 
2 Trois 

2 Fours 

2 Fives 

2 Sixes 

6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 
5 and 4 twice 
5 and 3 twice 
5 and 2 twice 
s and 1 twice 
4 and 3 twice 
4 and 2 twice 
4 and 1 twice 
3 and 2 twice 
3 and 1 twice 
2 and 1 twice 


Divided by 36 | 4 


2 


. 


ett 


pad — | rad bj. hg — bt — 
ROO NOK A 


dt 


a 
8 


Points. 


4 
8 


* 


228 


6 


294 divided by 36, ſolves the Queſtion; by 


which it appears, that one Throw with another 


you may expect to throw 8 upon 2 Dice. 


I would. 
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I would know how many Chances there are 
upon 2 Dice ? Wy 
The Anſwer is 36, which are as follows: 


2 Sixes 
2 Fives 
2 Fours 
2 Trois 
2 Deuces 
2 Aces 
6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
* 6 and 1 twice 
5 and 4 twice 
5 and 3 twice 
5 and 2 twice 
* c and 1 twice 
4 and 3 twice 
4 and 2 twice 
- *4 and t twice 
3 and 2 twice 
/ * 3 and 1 twice 
*2 and 1 twice 


of 


* 


0 WDS 


l 


C 


bt w 


* 


K 


* 
* 


6 
Becauſe a Learner may be at a Loſs to find 
out by this Table of 36 Chances, what are the 
Odds ot being hit, upon a certain, or flat Die, 
let him take the following Method. 
| EXAM - 


* 
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EXAMPLE, 
To know the Odds of being hit upon an 


Ace? 


Look in the Table, where you will find 


thus*marked, 


* 2 Aces 
* 6 and 1 twice 
* 5 and 1 twice 
* 4 and 1 twice 


* 3 and 1 twice 
bl 


* 2 and 1 twice 


DD W 0D 0D D =» 


Total 11 


— 


Which deducted from 36 


The Remainder is 25 


By this Method it appears, that it is 25 to 
11 againſt hitting an Ace, upon a certain, or 


flat Die. 
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To explain further to a Learner how to 
make uſe of the Table of 36 Chances, when 
at a Loſs to find the Odds of being hit upon 
any certain, or flat Die, this ſecond Example 
is here added to ſhew how to find by that Ta- 
ble the Odds of being hit upon a 6. 


fs 


2 Sixes 
2 06 —t 
2 Deuces 
6 and 5; twice 
6 and 4 twice 
6 and 3 twice 
Fand 2 twice 
6 and. 1 twice 
5 and 1 twice 
4 and 2 twice 


| 
| 


ND W W ND ND MD = mo 


e. 


D 


| 


17 


— — 


Which deducted from 36 


— — — 


| Tbe Remainder is —— 19 


By the foregoing Example it is evident, that 
it is 19 to 17 — being hit upon a 6. 


The Odds of 2 Love is about 5 to 2, 
and of 2 to 1 i 1, 
and of 1 Love 1 


CHAP. 
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CHAP. . 
hee 


FF you play three up at Back-Gammon, your 
principal View, in the firſt place, is either 
to ſecure your own, or your Adverſary's Cinque 
Point; when that is effected, you may play 
a puſhing Game, and endeavour to gammon 
your Adverſary. | 

II. 


The next beſt Point (after you have gained 
your Cinque Point) is to make your Barr 
Point, thereby preventing your Adverſary's 
running with 2 Sixes. 


III. A 


After you have proceeded thus far, you are, 
in the next Place, to prefer the making your 
Quatre Point in your own Tables, rather than 
the Puatre Point out of them. | 


IV. 


Having gained theſe Points, you have a fair 
Chance to gammon your Adverſary, if he is 
very forward: For, ſuppoſe his Tables are 
broke at home, it will be then your intereſt to 
open your Barr Point, and to oblige him to 
come out of your Tables with a 6; and ha- 
ving your Men ſpread, you not only may catch 
that Man which your Adverſary brings out of 
your Tables, but you will alſo have a Proba- 


bility 
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bility of taking up the Man left in your Ta- 
bles, (upon Suppoſition that he had two Men 
there.) And ſuppoſe he ſhould have a Blot 
at home, it will then be your Intereſt not to 
make up your Tables; becauſe, if he ſhould 
enter upon a Blot, which you are to make for 
the Purpoſe, you will have a Probability of 
getting a third Man; which if accompliſhed, 
will give you, at leaſt, 4 to 1 of the Gam- 
mon; whereas, if you have only two of his 
Men up, the Odds is in his Favour that you 
do not gammon him. 
V. 

If you play for a Hit only, 1 or 2 Men taken 
up of your Adverſary's makes it ſurer than 
a greater Number, piovided that your Tables 
are made-up. * 


DikxkcrioNS how' 10 carry your Men home 


When you carry your Men home, in order 
to loſe no Point, you are to carry the molt 
diſtant Man to your Adverſary's Barr Point, 
that being the firſt Stage you are to place it on; 
the next Stage is 6 Points further, viz. in the 


Place where your Adverſary's 5 Men are ſirſt 


placed out of his Tables; the next Stage is 
upon the ſix Points in your Tables. This Me- 
thod is to be purſued till all your Men are 
brought home, except two, when, by loſing a 
Point, you may often ſave your Gammon, by 
putting 
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putting it in the power of 2 Fives, or 2 Fours 
* 


If you play to win a Hit only, you are to 
endeavour to gain either your own or your 
Adverſary's Cinque Point; and if that fails, by 
your being hit by your Adverſary, and you fine 
that he is forwarder than you, in that Caſe . 
you muſt throw more Men into his Tables. 
The Manner of doing it is thus : Put a Man 
upon your Cinque or Barr Point, and if your 
Adverſary negleQs. to hit it, you may then 
gain a forward Game inſtead of a back Game; 
but if he hits you, you muſt play for a back 
Game, and then the greater Number of Men 
which are taken up, makes your Game the 
better, becauſe you will, by that Means, pre- 
ſerve your Game at home; and you muſt then 
always endeavour to gain both bur Adver- 
ſary's Ace and Trois Points, or his Ace and 
Deuce Points, and take Care to keep 3 Men 
upon his Ace Point, that if you chance to hit 


him from thence, that Point may remain till 
ſecure to you. | 


VIII. 

At the Beginning of a Set do not play for a 
back Game, becauſe by ſo doing you would 
play to a great Diſadvantage, running the Riſk 
of a Gammon to win a ſingle Hit, 


R CHAP. 
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CHAP Up... | 

D1iRrEcTIoONS for playing at ſetting out 

the 36 Chances of the Dice, when you are to 
play for a Cammon, or for a ſingle Hit. 


NV Aces, to be played on your Cinque 

I Point, and Barr Point, for a Gammon, 
54 1 11. | 

TwWO Sixes, to be played on your Adver- 


ſary's Barr Point, and on your own Barr Point, 


for a Gammon, or for a Hit. 


III. | 
* Two Trois, two to be played on your 
Cinque Point, and the other two on your 
Trois Poing in your own Tables, for a Gam- 
mon only. ART; | 
| IV. | 


+ Two Deuces, to be played on your Quatre 
Point in your own, Tables, and two to be 
brought over from the five Men placed in your 
Adverfary's Tables, for a Gammon only. 


- V. 
+. Two Fours, to be brought over from the 


five Men placed in your Adverſary's Tables, 


and to be put upon the Cinque Point in your 
own Tables, for a Gammon only. 


VI. 


a 
1 
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VI. 


Two Fives to be brought over from the 
five Men placed in your Adverſary's Tables, 
and to be put on the Trois Point in your own 
Tables, for a Gammon, or for a Hit. 


Vn. 


Size Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit. 


VIII. 


Size Deuce, a Man to be brought from the 
five Men placed in your Adverſary's Tables, 

and to be placed on the Cinque Point in your 

own Tables, for a Gammon, or for a Hit. 


> 


Six and Three, a Man to be brought from 
your Adverfary's Ace Point, as far as he will 
go, for a Gammon, or for a Hit. 


X. 
Six and Four, a Man to be brought from 


your Adverſary's Ace Point, as far as he will 
go, ſor a Gammon, or for a Hit. 


XI. | 


Six and Five, a Man to be carried from your 


Adverſary's Ace Point, as far as he can go, for 
a Gammon or for a Hit. 3 
| R 2 XII. 
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XII. 


Cinque and Quatre, a Man to be carried 
from your Adverfary's Ace Point, as far as he 
can go, for a Gammon, or for a Hit. 


XIII. | 


\ 


Cinque-Trois, to make the Trois Point in 


your Table, for a Gammon, or for a Hit. 
XIV, 


Cinque-Deuce, to play two Men from the. 


- placed in your Adverſary's Tables, for a 
Gammon, or for a Hit. 


| RV. | 
Cinque · Ace, to bring one Man from the 


8 placed in your Adverſary's Tables for the. 
e and to play one Man down on the 
Cinque Point in your own Tables for the Ace 


for a Gammon only. 
XVI. 
 Quatre-Trois, two Men to be brought from 


the 5 placed in your Adverſary's Tables, for a. 


Gammon, or for a Hit. 


XVII. 


Quatre-Deuce, to make the Quatre Piont 
in your own Tens for a Gammon, or for 


2 Hit. 


XVIII. 


2 Awyy 
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XVIII. 


. Quatre-Ace, to play a Man from the 
5 placed in your Adverſary's Table for the 
Quatre, and for the Ace, to play a Man down 


upon the Cinque Point in your own Tables, 


for a Gammon only, 
XIX. 

Trois-Deuce, two Men to bs brought from 
the 5 placed in your Adverſary's Tables, for 
a Gammon only. 1 

* 


Trois-Ace, to make the Cinque Point in 
your own Tables, for a Gammon, or for a 


Hit. 
| XXI. 

18 Deuce: Ace, to play one Man from the 
5 Men placed in your Adverſary's Tables for 
the Deuce; and for the Ace, to play a Man 
down upon the Cinque Point in your own 
Tables, for a Gammon only. 


CH AT: IV 


DixECTIONS how to play the Chances that 
are marked thus (*) when you are only to 
play for a Hit. 

I. 


WO Trois, two of them are to be 
played on your Cinque Point in your 


own Tables, and with the other two you are 


to take the Quatre Point in your Adverſary's 
Tables 


R 3 ; "yy; 
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II. 

+ Two Deuces, two of them are to be 
played on your Quatre Point in your own 
Tables, and with the other two you are to take 
the Trois Point in ybur Adverſary's Tables. 

The two foregoing Caſes are to be played 


in this Manner, for this Reaſon, viz. That: 


thereby you avoid being ſhut up in your Ad- 
verſary's Tables, and have the Chance of 
throwing high Doublets to win the Hit. 


III. 


Two 3 two of them are to take 


your Adverfary's Cinque Point in his Tables; 
and for the other two, two Men are to be 
brought from the five placed in your Adver- 
fary's Tables. 1 

IV. 


1. * Cinque -Ace, play the Cinque from 


the five Men placed in your Adverfary's Ta- 


bles, and play the Age from your Adverſary's 


q Ke Point. 
v. 
2. * Quatre Ace, play the Quatre from the 


* Men' placed in your Adverſary's Tables, 


and play the Ace from the Men on your Ad- 
verſary' 8 Ate Point, 


VI. 


3.0 Deuce · Ace, play the Deuce from the 


and 


ive Men placed in your Adverfary's Tables, 


M42 
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and play the Ace from your Adverſary's Ace 
Point. 1 . 

VNV. B. The three laſt Chances are play'd in 
this Manner, for the following Reaſon : By 
laying an Ace down in your Adverſary's Ta- 
bles, you have a Probability of throwing 
Deuce Ace, 'Trois Deuce, Quatre Trois, or 
Size Cinque, in two or three throws; in any 
of which Caſes you are to take a Point, which. 
gives you vaſtly the better of the Hit. 

You may obſerve, by the Directions given 
in this Chapter, that you are to play 9 Chances. 
out of the 36 in a Different Manner for a ſingle 
Hit, to what you would do when playing for a 
Gammon. | | 

In this, and the foregoing: Chapter, plain 
Directions are given, how, at ſetting out, to 
play all the Chances on the Dice, either for a 
Gammon or a fingle Hit; but i is impoſſible 
to give full Inſtructions for the whole Progreſs. 
of the Game ; all that can be done towards 
helping a Learner, is to communicate ſome 
Objervations, Hints, and Cautions, which, if 
attended to, may be of Uſe to him. 


\ 
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. 


"Re 1 8 / 
Some OBsERvaTioOns, HinTs, and Cau- 
TIONS, which are to be attended to. 


I. 


BY the Directions given to play for a Gam- 
D mon, you are voluntarily to make ſome 
Blots, the Odds being in your Favour, that 
they are not hit ; but ſhould it ſo happen, that 
any Blot is hit, as in this Caſe, you will have 
three Men in your Adverfary's Tables, you 
muſt then endeavour. to ſecure your Adver- 
ſary's Cinque, Quatre, or Trois Point, to 
prevent a Gammon, and muſt be very cautious 
how you ſuffer your Adverſary to take up a 
fourth Man. ds 
II. 


Take care not to crowd your Game at any 
Time, if poſſible. What is meant by crowd- 
ing a Game, is the putting many Men either 
upon your Trois or Deuce Point in your own 
Tables; which is, in Effect, loſing of thoſe 
Men, by not having them in Play. 

Beſides, by crowding your Game, to. at- 
tempt to ſave a Gammon, you are often Gam- 
moned ; becauſe when your Adverſary finds 
your Game open, by being crowded in your. 
own Tables, he may then play his Game as 
he thinks fit. = 


\ 


- 
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III. 

By Recourſe had to the Calculations, you 
may know what are the Odds of your enter- 
ing a ſingle Man upon any certain number of 
Points, and by that Means, you may play your 
Game accordingly, 2] | n 


IV. 


Tf you are obliged. to leave a Blot, by Ro- 
courſe had to the Calculations for hitting it, 
you will find the Chances for and againſt you; 
and conſequently you will be enabled to judge 
how to play your Game to the greateſt Ad- 

vantage. 8 

V. 

Tou will alſo find by the Calculations, the 
Odds for and againſt you, upon being hit by 
double Dice, and conſequently you will have 
it in your Power to Chuſe ſuch a Method of 


Play as is moſt to your Advantage. 


VI. 


It is neceſſary to make a Run, in order to 
win a Hit, and you would know to a Point 
which is forwardeſt, your Adveriary or you, 
take the following Method: | 

Begin with reckoning how many Points you. 
muſt have to bring home to your dize Point 
in your own Tables, the Man that is at the 
greateſt diſtance from it, and do the like by 
every other Man that is abroad; when the. 

4 | Num- 
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Numbers of thoſe Abſentees are ſummed up, 
add to them the following Numbers for' thoſe 
already in your own Tables, (ſuppoſing the 
Men that were abroad as on your Size Point 
for bearing), namely, ſix for every Man on the 
Size Point, five for every Man on the Cinque 
Point, four for every Man on the Quatre 
Point, three for every Man on the Trois Point, 
two for every Man on the Deuce Point, and 
one for every Man on your Ace Point. Do 
the like to your Adverſary's Game, and then 
you will know which of you is forwardeſt, and 
likelieſt to win the Hit. | Ge: 


* 
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order either to take a new Point in your Ta- 
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OssERVATTLONS and DIRECTIONS | br 4 
Learner that has made ſame Progreſs at 
Back- Gammon; particularly DiR ECT ION 
for BEARING his Men. f 

; if: 
I. „ Gf] 

JF your Adverſary is greatly before you, 
never play a Man from your Quatre, Trois, 

or Deuce Points in order to bear that Man 

from the Point where you put it, becauſe that 
nothing but high Doublets can give you any 

Chance for the Hit; therefore Inſtead of play- 

ing an Ace or a Deuce from any of the afore- 

ſaid Points, always play them from your Size 
or higheſt Point ; by which Means: you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed your Size and Cinque 

Points, be of great advantage to you: Where- 

as, had your Size Point remained loaded, you 

muſt, perhaps, be obliged to play at length 
thoſe Fives and Fours. | 


Il. 

Whenever you have taken up two of your 
Adverſary's Men, and that you happen to ave 
two, three, or more Points made in your own 
Tables, never- fail ſpreading your Men, in 


bles, or to be ready to hit the Man your Ad- 
verſary may happen to enter. As toon as he 
enters 
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enters one of his Men, yon are to compare 
his Game with yours; and if you find your 
Game equal to his, or better, never fail taking 
his Man up, if you can, becauſe it is 25 to 11 
5 againſt his kinting vou; which Chance being 
_ ſo much in vour Favour, you ougbt always to 
_ run that Riſk, when you have already two of 

his Men up. F 
There is this Exception to this Rule, that 
if you play for a ſingle Hit only, and that 
: your playing that Throw otherwiſe gives you 
A better Chance for the Hit, you - ought not 

to take up that Man, 


III. 


Never be detterred from taking up any one 
Man of your Adverſary's, by the Apprehen- 
ſion of his hitting you with double Dice, be- 
cauſe the faireſt Probability your Adverſary 
has of hitting you, is 5 to 1 againſt him. 


. If you ſhould happen to have five Points in 
. your Tables, and to have taken up one of 
« your Adverſary's Men, and are obliged to 

leave a Blot out of your Tables, take Care, 

if it is in your Power, rather to leave it upon 

= Doublets, than any other Chance, becauſe 
bo Doublets are 35 to 1 againſt his hitting you, 
5 e any other Chance is but 17 to 1 againſt 
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Two of your Adverſary's Men in your Ta- 
bles, are better for a Hit, than any greater 
Number, provided your Game is forwardeſt, 
becauſe his having three or more Men in your 
Tables, gives him more Chances to hit you, 
than if he had only two Men in them. | 


% 1430S 


If you are to leave a Blot upon your enter- 
ing of a Man in your Adverſary's Tables, or 
otherwiſe, and have it in your Choice to leave 
it upon what Point = pleaſe, always chuſe 
that which is the moſt diſadvantageous to him. 
To illuſtrate this by an Example, let us ſup- 
poſe it his Intereſt to hit you or take you up as 
foon as you enter, in that Caſe yow are to 
leave the Blot upon his loweſt Point, that is 
to ſay, upon his Deuce Point, rather than 
upon his Trois Point, or upon his Trois Point 

preferably to his Quatre Point, or upon his 
Quatre Point preferably to his Cinque Point; 
becauſe (as has been mentioned before) all 
the Men your Adverſary plays upon his Trois, 
or his Deuce Points, are deemed as loſt, be- 
ing in a great Meaſure out of Play, thoſe Men 
not having it in their Power to make his 
Cinque Point, and conſequently his Game 

will be crowded there and open elſewhere, + 


whereby you will be able alſo much to annoy 
him, \ 


8 VII. 


* 


— 
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VII. 


To prevent your Adverſary from bearing his 
Men to the greateſt Advantage, when you are 
running to ſave your Gammon; as, for In- 
ſtance, ſuppoſe you ſhould have two Men 
upon his Ace Point, and ſeveral other Men 
abroad, though you thould loſe one Point or 
two in putting your Men into your Tables, yet 
it is your intereſt to leave a Man upon your 


Adverſary's Ace Point; which will have this 


Conſequence, that it will prevent his bearing 


his Men to his greateſt Advantage, and will 
alſo give you the Chance of his making a Blot, 
which you may chance to hit. But if, upon a 
Calculation, you find that you have a Throw, 
or a Probability of ſaving your Gammon, ne- 
ver wait for a Blot, becauſe the Odds are 
greatly againſt hitting it. 


CH AP. 


n 1 r 
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CHAP. VI. 
C asrs, put by Way of Example, to Jhew how 


to calculate the Odds of ou or n 4 
Cammon. | 


* 


88 your Tables are made up, and 
that you have taken up one of your Ad- 
verſary's Men; and Suppoſe your Adverſary 
has ſo many Men abroad as require three 
Fhrows to put them in his Tables: 

Query. Whether po have the better of a 

ammon, or not ? 

Anſwer. It is about an equal Wager that 
you gammon him. 

Becauſe, in all Probability, you will have 
bore two Men before you open your Tables, 
and when you bear the third Man, you will 
be obliged to open your Size or Cinque Point; 
in that Caſe it is probable that your Adver- 
ſary . muſt take two Throws before he enters 
his Man in your Tables, and two Throws 
more before he puts that Man into his own 
Tables, and three "Throws more to put into 
his own Tables the Men which he has abroad, 
© Which in all make ſeven Throws : And as you 
have twelve Men to bear, theſe probably will 
take ſeven Throws in bearing, becauſe you 
may twice be obliged to make an Ace, or a 
Deuce, before you can bear all your Men. 

43 N. B 
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N. B. No Mention is made of Doublets of 
either Side, that Event being equal to each 
Party. ; | | 


The foregoing Caſe being duly attended to, 

ſhews it is in your Power to calculate very 

nearly the Odds of ſaving or winning a Gam - 
mon upon moſt Occaſions, 


II 


Suppoſe I have three Men upon my Adver- 
fary's Ace Point, and five Points in my Ta- 
bles, and that my Adverſary has all his Men, 
in his Tables, three upon each of bis five 
higheſt Points: | | 


9zery. Whether the Probability is for his. 


gammoning me, or not? 


Anſwer. Points. 
For his bearing 3 Men from bis 6 Point, is 18 
from his 5 Point, 15 

from his 4 Point, 12 

from his 3 Point, - 9 

from his 2 Point, 6 


Total —— 60 


» 95 * — 
— — 
e . — 
: - . * 
Ent — 
. * 


DICER SS 


2 
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To bring my 3 Men from my Ad- 
verſary's Ace Point to. my Size 
Point in my Tables, being for 
each 18 Points, make in all —— 54 


The Remainder is 6 


— 


——— — 


And as, beſides the 6 Points in your Fa- 

your, there is a further Conſideration to be 

f added for you, which is, that your Adverſary 
may make one or two Blots in bearing, as is 
frequently the Caſe. You ſee by this Calcu- 
lation, that you have greatly the better of the 
Probability of ſaving your Gammon. 

N. B. This Caſe is ſuppoſed upon an. Equa 

lity of throwing. | 


. ˙ 


2 — 4 


- — — 5 

— — 2 — — ps — _ 

— - : — — 
=—== — —— 


— 
ne 


— — _——_— 8 
——_—y — Ä 
Wea - I 
s 


III. 


Suppoſe I leave two Blots, either of which 
cannot be hit but by double Die; to hit the 
one, that Caſt muſt be eight, aad to hit the 
other it muſt be nine; by which Means my 

Adverſary has only one Die to hit either of 


— — 


— — — — N — _ 
— — — „ — — 
- - — — — 


i 

them. | | 
Query. " 

- | 

What are the Odds of his hitting either of | 
theſe Blots ? Pl 1 i 


Sg. | Anſwer. 
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. Anſwer. 
The Chances on two Dice are in all, — 36 
| 6 and 2 twice, — 2 
The Chances Y5 and 3 twice, — 2 
to hit 8 are 92 Deuces, — — 1 
2 Fours, — — 1 
Ls 6 and 3 twice, —— 2 
1 r 5 and 4 twice, —— 2 
? C2 Trois, — — 


Total Chances for hitting, — 11 


Remaining Chances for not hitting, 25 


— — 


So that it is 25 to 11 that he will not hit 
either of thoſe Blots. 


IV. 
To give another example, let us ſuppoſe 


that I leave two other Blots than the former, 
which cannot be hit but by double Dice, the. 


one muſt be hit by eight, and the other by 
ſeven. 


Query. 
What are the Od. of my Adverfary's hit- 
ting either ol theſe Blats ? 


Anſwer. 
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Anſwer. 
The Chances on two Dice are in all, 


6 and 2 twice, 

The Chances 5 and 3 twice, 
to hit 8 are, Jtwo Fours, — 
.two Deuces, — 


6 and I twice, 
2 1 an 5 5 and 2 twice, 


4 and 3 twice, 


SEE]! 
[olnpwnnamnrn| 6 


Total Chances for hitting, 


Remain Chances for not hitting, — 


D 
2 


Therefore it is two to one that I am not 
hit. | | 
The like Method is to be taken with three, 
four, or five Blots upon double Dice; or with 
Blots made upon double and fingle Dice at- 
the ſame Time; you are then only to find out 
(by the Table of 36 Chances) how many 
there are to hit any of thoſe Blots, and add 
all together in one Sum, which ſubſtract from 
the Number 36, which is the Whole of the 
Chances upon two Dice: do doing reiolves 
any Queſtion required. 


„ ö 
The following Caſes are to ſhew a Way of 


calculating, which may be called a mecha- 
| nical 
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nical Way of ſolving of Queſtions of the like 
Nature.. | | 

J would know what are the Odds of throw- 
ing 7 twice, before 10 once? 


Anſwer. 
It is 5 to 4 that 10 is thrown once before 


7 is thrown twice, which is demonſtrated as | 


follows: 


Suppoſe the Stake depending is nine Pounds, 
my firſt Throw entitles me to have one third 


Part of that Moriey, becauſe 7 has ſix Chances 
for it, and 10 has but three Chances, and 
therefore it is two to one. 


For the firſt Throw, — — 3 o © 


Having taken 31. out of the gJ. for. 
the firſt Throw, the Remainder is 
_ 61, out of which a third Part is to 
be taken for the ſecond Throw, 20 © 


The Total is, 5 o 5 
: Remains. 4 o o. 


The whole Stake is, 9 o 0 


VI. 


I would know what are the Odds of enter- 
ing a Min upon any certain Point in two 
Throws ? . 

, Anſwer. 
Suppoſe 26 Shillings is the whole Stake de- 
pending, 1 would know what is my Share of 


that- 


| 
| 
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that Stake, having laid 18 Shillings that I enter 
into two 'Throws ? By the Calculations in 
the Table of 36 Chances, it is found that I 
have 11 Chances out of the 36 for entering 
the firſt Throw, for which therefore I am en- 
titled to II out of the 36 N a | 


The Stake is, — 36 we 


th. i. a 


For the firſt Throw, — 11 O 


_—_ 


——  —— — 


Remains, — 25 0 


The Remainder, being 25 Shillings, 
is to be divided into 36 equal Parts, 
of which I am entitled to eleven of 
thoſe Parts, which makes 75. 7d. 4 


for the ſecond Throw, — 17 7 


— j - 


Adding this to the other 11 millings, | 
makes my Share of the Stake to be, 18 73 


Then my Adverſary's Share will be 17 4s 


Total of the Stake, 36 


Therefore it is very nearly 15 to 14 in fa · 
your of entering a Man upon any certain Point 
in Two Throws. 


CHAP. 
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CHAP. VIII. b 
Critical Caſe for a Back-Game, 
8 E 


. ET us ſuppoſe 4 plays the Fore-game, 


and that all his Men are placed in the 


uſual Manner: 


For B's Game let us ſuppoſe, that 14 of 
his Men are placed upon his Adverſary's Ace 
Point, and 1 Man upon his Adverſary's Deuce 
Point, and that B is to throw. 


Query. 


Which Game is likelieſt to win the Hit? 


Anfwer. | 

Es is the beſt by Gold to Silver, or 21 for, 
to 20 againſt ; becauſe, If B miſſes an Ace to 
take his Adverfary's Deuce Point, which is 
25 to 11 againſt him, A is, in that Caſe, to 
take up B's Men in his Tables, either ſingly, 
or to make Points ; and if B ſecures either 
A's Deuce or 'Trois Point, in that Caſe, 4 
is to lay as many Men down as poſſible, in 
order to. be hit, that thereby he may get a 
Back- game. a SY 

When you are pretty well verſed in the 
Game of Baick- Gammon, by practiſing this 
Back- game, you will become a greater Profi- 
cient in the Game than by any other Method, 
becauſe it clearly demonſtrates the whole Power 
of the Back-game. "y 
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II. Back-Game. 


Let us ſuppoſe 4 to have five Men placed 
upon his Size Point, five Men upon his ; — 
Point, and five Men upon his Deuce Point, 
all in his own Tables: 
And let us ſuppoſe H to have 3 Men placed 
upon A's Ace Point, three Men upon s 
Trois Point, and three Men upon 4's Cinque 
Point; let B alſo have three Men upon his 
Size Point in his own Tables, and three 


Men placed out of his Tables, in the uſual 
Manner. 


Query. 
Who has the better of the hit? 


Anſuer. 
It is an equal Game; but to play it criti- 
cally, the Difficulty lies upon B, who is in 
the firſt Place to endeavour to gain his Cinque 
and Quatre Points in his own Tables; and 
when that is effected, he is to play two Men 
from 4's Cinque Point, in order to oblige his 
Adverſary to blot, by throwing an Ace, which 
if B hits, he will have the faireſt Probability 
of winning the Hit. 


III. Back-Game. 


Suppoſe A has three Men upon B's Ace 
Point, and three Men upon Z's Deuce Point, 
alſo three Men upon his Size point in his own 


Tables, and three Men upon his uſual Point 
| out 
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out of his Tables, and three Men where his 
five Men are uſually placed in his Adverſary's 
Tables : 

And let us ſuppoſe B has his Men placed 
in the ſame Manner, both in his own and his 
Adverſary's Tables, with this Difference only, 
viz. inſtead of having three men put upon 
As Deuce Point, let him have three Men 


upon As Trois Point: 


Query. 


Who has the beſt of the Hit ? 


Anſwer. 


A, becauſe the Ace and Trois Points are 
not ſo good for a Hit, as the Ace and Deuce 


Points in your Adverſary's Tables, for this 


Reaſon ; becaufe when you are bearing your 
Men, you have the Deuce Point in your own 
Tables to play your Men upon, which often 
prevents your making a Blot, which muſt 


happen otherwiſe to your Adverſary; and take 


Care to lay down Men to be hit as often as 
you can, in order to keep your Game back- 
ward, and for the ſame Reaſon avoid hitting 
any Blots which your Adverſary makes. 


. 
As a Caſe of Curiofity and Inſtruction. 

Let us ſuppoſe 4 has his 15 Men upon B's 
Ace Point, B is ſuppoſed to have his Barr 
Point, alſo his Size, Cinque, Quatre, and 
Trois Points in his own Tables : 

| Query. 
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Query. | | 
How many Throws is 4 likely to take to 
bring bis 15 Men into his own Tables, and 
to bear them ? „ 850 | 


You: may, undertake to do Þ in ſeventy-five 
Throws ?, | 3 25 %. Sth 

It is Odds in 4's Favour that he throws an 
Ace in two Throws z it is alſo Odds in 4's 
Favour that he throws a Six in two Throws ; 
when theſe Events happen, A has a Probabi - 
lity of not wanting above two or three Throws 
to play till he has got all his 15 Men into 
his own Tables: Therefore, by a former Rule 
laid down to bring your Men home, and alfo 
for bearing your Men, you may be able to 
find out the Probability of the Number- of 


Throws required. Note, B ſtands ſtill, and 
toes not Play. 4 N 


A Caſe of Curioſity and Inſtruction. 
Where and B ſhall play as faſt as uſual, 
and yet 4 ſhall, make the Hit laſt, probably, 
for many eum. c, ata , 
We will ſuppoſe B to have bore 13 Men, and 
that A has taken up the'two remaining Men: 
And let us ſuppoſe that 4 has his 15 Men 
in B's Tables, viz. three Men upon his Size 
Point, three upon his Cinque Point, three 
5 his Quatre Point, three upon his Trois 
Point, two upon his Deuce Point, and one 
upon his Ace Pint: 294527 
> ve 7 The 
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The Method which 4 is to take, is this: 
Let him bring his 15 Men home, by always 
ſecuring fix cloſe Points, till B has entered his 
two Men, and brought them upon any cer- 
tain Point; as ſoon as B has gained that Point, 
A muſt ou an Ace, Deuce, or Trois, or all 
three; which effected, B hits one of them, 
and A, taking care to have two or three Men 
in B's Tables, is ready to hit that Man; and 
alſo, he being aſſured of taking up the other 
Man, has it in his Power to prolong the Hit 
to almoſt any Length, provided he takes Care 
not to open ſuch Points, as two Fours, two 
Fives, or two Sixes, but always to open the 
Ace, Deuce, or Trois Points for B to hit 
him. | | 

VI, , 

I would know what are the Odds upon twe 
Bice, for throwing two Sixes, two Fives, or 
two Fours, in three Throws ? which, by me- 
chanical Calculation, may be found thus: 


Anſwer, 

Suppoſing 36, Shillings to be the 
Stake depending, the Thrower will be s. d. 
entitled to have for his firſt Throw, 30 
which deducted out of 36, remains 33; | 
which divided again into 36 Parts, 
make ſo many Eleven Pences, out of 
which the Thrower is to have 3 for 
his ſecond Throw, — 20 

The Remainder, 30 Shillings and 3 
Pence is again to be divided into 365 

| Parts 3 
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Parts; dividing the 30 s. ſo, make ſo 
many Ten Pences, and the 3 Pence 
divided into ſo many Parts, make ſo 
many Thirds of Farthings, of which 

the Thrower is to have 3 Parts for his s. d. 


Share for his third 'Throw, | — 2 6 ＋ 


Total for the Thrower, 3 83 


So that it is 27 3. 8. d. 4 to 8 4. 3 d. againſt 
the Thrower; which reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that two 


Sixes, two Fives, or two Fours, are not thrown 
in two Throws. | ; 4 


VII. Back-Game. 


Suppoſe A to have 2 Men upon his Sige 

oint in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon 
the Point where his 4, Men are uſually placed 
in his Adverſary's Tables, .5 Men upon his 
Adverſary's Ace Point, and three Men upon 
his Adverſary's Quatre Point: 

And let us ſuppoſe B to have 2 Men upon 
his Size Point in his own Tables, 3 Men upon 
his uſual Point out of his Tables, 2 Men 
upon the Point where his 5 Men are uſually 
placed in his Adverſary's Fables, 5 Men upon 
| bis Adverſary's Ace Point, and 3 Men upon 
bis Adverſary's Trois Point: 


Query. | 
Who has the faireſt Chance to win the Hit? 


£2 " Anſwer. 
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Anſwer. 


A has, becauſe he is to play either an Ace, 
or a Deuce, from his Adverſary's Ace Point, 
in order to make both theſe Points as Occa- 
ſion offers; and having the Quatre Point in 
his Adverſary's Tables, he may more eafily 
bring thoſe Men away, if he finds it neceſſary, 
and he will alſo have a reſting Place by the 
Conveniency of that Point, which at all Times 
in the Game will give him an. Opportunity of 
running for the Hit, or ſtaying, if he thinks 
proper. Whereas B eannot ſo readily come 
from the Trois Point in his Adverfary's 
Tables. | 

CHAP, 1&3. 
I, 


E us ſuppoſe A and B place their Men 
in the following Manner for a Hit 

Suppoſe A to have three Men upon his Size 
Point in his own Tables, 3 Men upon the 
uſual Point out of his Tables, and Men 
upon his Adverſary's Ace, Deuce, and Trois 
Points, 3 Men to be placed upon each Point; 
and ſuppoſe B's Men to be placed in his own, 
and in his Adverſary's Tables, in the ſame 

Ocder and Manner. | 
The Reſult is, that the beſt Player ought to 
win the Hit; and the Dice are to be thrown” 
for, the Situation being perfectly equal in 478 
and B's Game. | ? 

it A chrows firſt, let him endeavour to gain 
his Adverlary's Cinque Point; when that is 
BO | effected, 


— 
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effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that 
B hits them will be in 4's Favour, becauſe it 
puts him backward; and let A take up none 
of B's Men for the ſame Reaſon. 

A is always to endeavour to take Care to 
have three Men upon each of his Adverſary's 
Ace and Deuce Points ; becauſe when B makes 
a Blot, theſe Points will remain ſecure, | and 
by a Recourſe had to a former Cafe (Numb. V. 
in the former Chapter), when 4 has bore 5, 6, 
or more Men, yet 4 may ſecure 6 clofe Points 
out of his Tables, in order to prevent B from 
getting his Man home; and by Recourſe had 
to the Calculations, he may eafily find out (in 
caſe he makes up his Tables) who has the 
better of the hit; and if he finds that B is 
forwardeſt, he is then to endeavour to lay ſuch 
Blots to be taken up by his Adverſary, as may 
give bim a Chance for taking up another 
Man, in caſe B ſhould happen to have a Blot 
at home. | | 

Thoſe who play the foregoing Game well, 
may be ranked in the firſt Form. 

1 II. 
Caſe of, Curioſity. 

A and B play at Back- Gammon, A has bore 
13 Men, and has 2 Men to bear upon his 
Deuce Point, B has g 3 Men in his own Ta- 
bles, with two Men to enter. # is to throw 
and to name the 'Throws both for himſelt and 
A but not to hit a Blot of either Side: 


"A Query. 
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Duerv. | 
What Throw is B to name for both Par- 
ties, in order to ſave his Gammon ? 


Anſwer. 
B calls for himſelf 2 Aces, which andere his 
2 Men upon A's Ace Point. B alſo calls 2 
Aces ſor A, and conſequently A cannot either 
bear a Man, nor play one ; then B calls for 
2 Sixes for himſelſ, and carries one Man home 


upon his Size Point in his own Tables, and 


the other he places upon his Adverſary' Barr 
Point: B alſo calls Size- Ace for A, fo that A 


has one Man left to bear, and then B calls for 


himfelf either 2 Sixes, 2 Fives, or 2 Fours, 
any of which bear « Man, in cafe he has Men 
in his own Tables upon thoſe Points, and to. 
fave his Gammon. 

II. 

The following Queſtion is to be attended 
to, as being critice] and inſtructive. 

Huppole tha! both yours and your Adver- 
fary's 1 ables are made up: 

Alſo that you have 1 Man to carry home, 
but that he has 2 Men on your Barr Point 
to carry home, which lie in wait to catch 
your Man, and that if you paſs him, you are 
to win the Hit: Suppoſe alſo that you have it 
in your Choice to run the Riſk of being hit, 


by 7, or by 8, both of which are Chances upon 


double Dice: : 
| Query, 


Which of theſe Chances is it beſt for you 


to yenture ? 
Anſwer. 
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Anſwer. 


That of 7, for the following Reaſons: Firſt, 
becauſe that the C'hances of being hit by 7, 
or by 8. are equal. | 

Secondly, It he does not hit 7, you will then 

have in your Favour 23 Chances to 13, that 
by your next Throw you either bit him or 
paſs beyond him. 
Thirdly, In caſe your ſecond Throw ſhould 
happen to be under 7, and that conſequently 
you cannot hit him, yet you may play that 
Caſt at home, and conſequently leave the Blot 
upon double Dice. 

Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would 
have made a bad Choice, for the Reaſons fol- 
lowing : 

' Firſt, Becauſe the Chances of being hit by 
7, or by 8, are only equal. 

Secondly, Becauſe if you ſhould eſcape the 
being hit by eight, yet you would then have but 
17 Chances in your Favour, againſt 19, for 
either hitting him, or paſſing beyond him by 

our next ] hrow. 

Thirdly, In caſe your ſecond Throw ſhould ' 

happen to be Size Ace, which is ſhort of him, 

you woud then b obliged to play the Man 
that is out of your Tables, not being able to 
play the dix at home, and confequently to 
leave a Blot to be hit by a ſingle (or flat) Die; 
which Event, upon Suppoſition that you play 
for 18 Shillings a Game, it would entitle him 
to 11 Shallings of the whole Stake depending. 
Tle 
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The LAWS of Back-GaMmon. 


we] F you take a Man from any Point, that 
Man muſt be played; the ſame muſt be 

done if two Men are taken from it, 

2d. You are not underſtood to have played 
any Man, till you have placed him upon a 
Point, and quitted him. 8 

3d. If you play with 14 Men only, there is 
no penalty attending it, becauſe by playing 
with a leſſer number than you are entitled to, 
you play to a Ditadvantage, by not having the 
additional Man to make up your Tables. 

4th. If you bear any Number of Men, be- 
fore you entered a Man ta . up, and which 
conſequentiy you was obliged to enter, ſuch 
Men, ſo. borne, muſt be entered again in 
your Adverſary's Tables, as well as the Man 
taken up. | 

5th, If you have miſtaken your Throw, and 


played it, and it your Advertary has thrown, 


it is not in your or his Choice to alter it, un- 
leſs both parties agree to it. , 


Ind of the GaME of Back- Gammon. | 


= 
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To New CASES a WHIST, 
Added fince this Book was printed . 


A and B are Partners againſt;C. and D, t& 
Trumps are played out, and 7 Cards only re- 
maining in each Hand, of which A has the laſt 
Trump, and alio the Ace, King, and 4 ſmall 
Cards of a Suit. ; 

Query. Whether 4 ſhould play the Ace, and 
King, of that Suit, or a ſmall one? 

Anſwer. A ought to play a ſmall Card of 
that Suit, becauſe it is an equal Wager that 
his Partner has a better Card in that Suit than 
the laſt Player; and in this Caſe, if 4 Cards of 
that Suit, ſhould happen to be in either of the 
Adverſaries Hands, by this Method of Play, he 
will be able to make 5 Tricks in that Suit; 
which if he played off his Ace and King, he 
had made only two Tricks in that Suit. II 
neither of the Adverſaries have more than 3 


Cards in that Suit, he has an equal Wager to 
win 6 Tricks in it. 


Second New Caſe. 


Suppoſe 4 and B are Partners againſt Cand 


D. and that 8 Trumps are played out, and that 
A has 4 of thoſe Trumps remaining, C having 
t the beſt Trump, and to lead. | 


Query . 


66214) 
Query, Whether C ought to play his Trump 


or not? 
Anſwer. C ought not to play his Trump to 
ta ke out one of 4's Trumps, becauſe, as he 
leaves 3 Trumps. in As Hands, in caſe A's. 
Partner has any great Suit to make, by C's 
keeping the Trump in his Hands, he can pre- 
vent him from making that Suit by trump» 


\ 


ing it. 
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